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At 132 pages N64 
azine is Britain's 

biggest and best 
selling Nintendo 64 
mag; and here’s why 

We won't give anything our ‘Star 
er Ut -MerWecsM Mw oLEN Co LS 
aFdsi tal col irda CoM iM le La AY 
we can be sure it really is worth 
Te 

Because we're independent from 
Nintendo, we can write completely 
honest reviews. If a game's awful 
we'll say so. 

Te UMMM aCe (=) ttle (el 
Nintendo, we can also review 
games as soon as they come out in 
Japan and America, so you know 
which games are worth looking 
forward to. 

The main focus of N64 Magazine is 
always the N64 games you can 
actually buy here in the UK, 
however. We never pad out the 
ar t-e-t 4 mU dtm ome U4 eV eLol eg 
Pe em a Cee dU et-) 
play. 

Our correspondents in Europe, 
PE YUM ule M@ att Met ole) CMa a) 
exclusive first-hand news every 
month. We don't copy rumours 
and speculation off the Internet. 

N64 Magazine is written by the 
most experienced Nintendo fans in 
the business. We know 
what we're talking 
about, so we're able 
to cram every 
page with useful 
Tica liam Uls, 
Ye Vila 

ley ke me yy td 

MAGAZINE 
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i What goes “Whooosh, 
eaaaaaa-ooowwww-eaaaarmirr, 
gurgle, gurgle, splosh, ka- 
booooocoom!"? 

he chances are you won't know the answer to this. You see, the 
chances are, you've never fired a head-seeking missile at 
someone — heard it drill into their skull and break through - 
watched their brains and blood gush out in a graceful arc and - 

when the fountain has died down a bit - seen their head explode. 
Because unless you've played Turok 2, you won't have had chance to 
use the Cerebral Bore — our very favourite weapon of all-time. 

But you will. Soon. 
There are few words to describe the sheer brilliance of Turok 2. It is a 

masterpiece of simple, satisfying violence. It didn't go to school, it didn't 
learn the word ‘subtle’ and if it does include anything cute and furry 
anywhere, you'll almost certainly be able to shoot a football-sized hole 
straight through its middle. It is, in scientific terms, absolutely fantastic. 

For one thing, it looks like a game that should be running on a high- 
end PC with a graphics card. Except of course, it doesn't crash, you don't 
have to wrestle with a keyboard and you didn’t have to spend £1200+ for 
the privilege. It's the first game to use Nintendo's incredible new 4 
Megabyte RAM Expansion Pak, and we've got the first review to appear 
in any Nintendo magazine anywhere in the World. (It starts on page 52.) 

So much other good stuff this month, so little room to talk about it. 
We hope you find the Official Mission: Impossible Players’ Guide useful, 
as well as our latest Double Game Guide +. Our best free gift this month, 
though, has to be our exclusive N64 console sticker. To coincide with 
Zelda getting an official release date in the UK, Wil's designed it to 
decorate your console in preparation for the great day itself. 

The free stuff doesn't end there, though, N64 Magazine will be 
positively laden with bounty over the coming issues — don't miss it. 

Enjoy the issue. 

HOW TO USE YOUR 
™ EXCLUSIVE ZELDA 
“4 CONSOLE STICKER KIT 

- Peel the sections off one at a time and stick them 
on your N64. Start at one edge and carefully 
smooth them down as you go to prevent any air 
bubbles getting trapped. Simple eh? 
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| om : 3 OF EVIL 
We bring you the first EVER review of 1998's 
most va Bille pany game: Read on... 

—— GEX 64 ENTER THE GECKO 
He's a gecko! pores And, er, well. 

GLOVER 
New, soaked in oddness and fantastic fun! 

B-Man's here! Yawn. Oh, sorry... 

a , WAIALAE COUNTRY CLUB 
a iT4uit IN <3 A golf game the N64 can be * proud of? 

: 2) A cee aon a Ce erm R-cUSeUlReruce 1 0380° SNOWBO ARDI NG 

4) NESE u eat cede ceca Nintendo's brilliant snowy one hits the UK! 

eC CM LER aR LSU a eco Rel UC lo 

Japanese card game. We nod off... 

ets eu 

CRP ck Unt Caan cas 
— 

ue See u ne rads asa 

9) But, of course, if you have missed one have a gander, here. 

Take a trip down memory lane. And spit at Jeopardy. Muchly. 

» What to expect next month from our gorgeously large mag. 
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Exclusive! New shots Dogs, guns and Exclusive! Star Wars We give it one 
FUTU FB = of Rare's ace sequel! all-new pics! returns to the N64! final playtest! 
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Your first look at the BIG -— € ‘Ag 

new N64 games! eee a 

Bieta) oy 6 B® 6 

Boece 

esa 

champion 
in ISS "98 @8 

Tips, tactics and torturous tasks. Mmm... 

24) 
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Are you thebest.at— fp” 
Banjo? It's back! But, is it 
Well, are you? —_. oY=ya-) mete Ty) 

aT rig Le GoldenEye? N64 is 
superD new . 5 
ut senna the first magazine 

to reveal all... 

Legend of Zelda 
All-new pictures! PLUS! The chance to 
own the first PAL copies. Ooooh... 

 Malbdetarah Lincoln cnaacenciene 
arrays Mr Nintendo talks i MASEL O dy, 

INTERROGATION exclusively to N64 Nice. 

DU UTC | V-RALLY a 
It's the racing game to raise the 

6) things i Ta N64 from its car-less doldrums. 
It's fast, it's furious, it's 

video games Raa 36 | 
investigate 
V-Rally 98... 



Your first look at the BIG 
new N64 games! 

this month — 

PERFECT DARK 
Exclusive new shots of ‘GoldenEye Il’. 

SQUADRON 
eae Ea cea ete cee n| 

BODY HARVI 
PMTs areola 1 ceria ae cia 

ee SS eS <or 
Check out the Coming Soon section ¢ 
of Planet 64 on page 20! 

i 
More of the hoverbike section. A This looks like the laser mist in the 
Shoot guards as you drive along egg chamber from Alien. Don’t get 
ll melegle (+A too close to that thing on the floor. 

CS 1 
ma a. 2ei a 

UMAR eT oe Ne 
step forward from GoldenEye. ) fe 

a 
The strips down the right hand 

V Ee (Wey) le eRe | AL a 

Perfect Dark 

RARE 

Summer '99 



This section looks like a high- 
V i tap We] eel g-1 cele 

Joanna ponders her next move == 
V ina scene from a cut RYT [1-11 [4 a 

A Blade Runner, 
anybody? Looks like a 
(o[F Teele Mm eM? 1 
futuristic street. 

La Eee 
doesn’t look like an 

V earthbound level. 

An installation deep underground. Is it of alien origin, or 

EA 
Lee eT Ze 

ames Bond might have made 
his last appearance on the 
N64, the insane marketing 
people at MGM having 

decided that EA could obviously 
make better use of the 007 licence 
than Rare did, but Perfect Dark is 
Eee OMe meals 

Running on an updated version ‘ 1 
of the GoldenEye engine, Perfect 
eT aaeclillco ee MNT UMN ae 
stealth, strategy and mission 
objectives, but freed from the 
restraints of a rigid movie plot, 

Rare's designers have been able to 
Pir let their imaginations run wild. The 
Tn game features bigger and more 

ae diverse environments than 
GoldenEye, with a definite Blade 
Runner look to the exterior 
LWA on 

That's not to say that 
GoldenEye's admirable realism will 
be lost — Rare have taken great care 
to ensure that every building and 
location in Perfect Dark could 

feasibly be constructed in real life. Take the 
DataDyne corporation skyscraper on the first level, 
for example — it looks futuristic, but it's a complete, 
working office block, with service stairs, elevators, 
and a fully modelled exterior. This is the kind of 
attention to detail that had everyone who saw the 
latest video at ECTS drooling, with plenty of people 
hurrying out of the exhibition booth after the show 
to rejoin the queue for a second look. 

Details about exactly what kind of structure the 
= game will have are very hard to come by, and Rare 

will be quite happy as long as it stays that way. We 
do know that there'll be vehicles (a hoverbike is the 
only one revealed so far), underwater sections 
(including an alien craft buried on the sea bed), a 
multiplayer game, and characters to interact with. 
We don't know, as yet, exactly how many levels 
there'll be, although we'd be surprised if there were 

y less than GoldenEye's 20. And as for the 
uestion of using a RAM expansion pak to run in hi- 

res (or even to run Perfect Dark's ultra- 
complex environments at all), the 
development team are still undecided. 

Whatever happens, you can be 
sure that Rare won't rush things. It's 
already at the top of our wish list, but 
we don't expect to see a finished 
version of Perfect Dark until well into 
next year. Doesn't time just crawl 
along when you really want it to fly? 

rere) i) 
ro 
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Judging by what Rare have so far revealed 
about Perfect Dark's storyline, the game will 
be a must for X-Files and Blade Runner fans. 
TM atm au rae Ge MOL meta 
world dominated by secretive multi-national 
ea OOM Ce 
covert operative Joanna Dark, you must 
Tree Cm el Mem Ue U le) 
experimentation by the sinister and powerful 
DataDyne corporation. Your explorations 
ole Mee ae Malele yma Clay 
stretching way beyond the powers of 
government and the constraints of the earth, 
and you'll need to brave considerable [Retell okt Va De 
dangers in order to gather the evidence reel 
eee ipa ON Tee M co) MoM EDM tice lbs 

- ETc ete Mil) 
terrestrial plot. Creare 

~ = 4, Introducing Ms Joanna Dark 
Sena , 

ca oy scaaitinmediiioas ee 
e “ AN : a 

: ai : * 
: ; uu . 
rf Z , Pot . 

gas a hk 
7 - 
a) 

F ca 

Perfect Dark will be the 
first game of its kind to 
feature a female lead. 
Forget your surgically 
enhanced Lara Crofts for 
a moment - Joanna Dark 
looks like a much better 
class of action heroine. 
So far we've seen her 
Color -ae me Cado-|) 
bodysuit and flak jacket 
oP me Um me lle 
slinky black and red 
dragon-print dress. Could 
Laem Ure ermal ag 
Cm CMAN mls 
AVS Pam 
CoN Celta CUM Ge Lae [ccs49 
for underwater 
exploration (although it'd 
probably help shift a few 
thousand posters and 

Eat m ir m Lael) 

Pe 

A The sensible approach 
to espionage and 
undercover 
investigation. A nice 
combat suit, with 
plenty of pockets. 

Joanna must have > i 
been called into e 

action straight from a 
swanky cocktail 

fea 9 kT 
hiding her supply of 

limpet mines? 

Now that Rare don't have to worry about portraying someone 
else's character in an unfavourable light, will they take the Turok 

2 route towards ultra violence? With 
bt El ee GoldenEye, Bond's owners wouldn't 

let their most valuable piece of 
oe: : intellectual property be seen 

. 4 4 perpetrating acts of gross brutality, 
6 so spurting blood was off the menu 

right from the start. But with their 
own star, Rare could, if they were so 
inclined, include all sorts of limb- 
ripping special effects. It's unlikely 
though — after all, GoldenEye was all 
the more disturbing because of the 

<{ Jo offs a understated, clinical nature of the 
ele] violence. At the moment, Perfect Dark contains all the familiar 

froma GoldenEye death routines, and we'd imagine that Rare will just 
Ried substitute these for something similar, but not too horrific. A 
elt Tita few blood stains on the walls wouldn't go amiss though. 

a Cy Issue 21 



re i i = a I= James Bond was restricted in his choice of weapons by having to use versions of real-life 
| | ng eal ac | a] rah guns. Only the Moonraker laser was really ‘out there’, and it made a bit of a weedy noise, 

didn't it? Joanna Dark will have a more futuristic armoury at her disposal. The only 
weapon that Rare have shown so far is an excellent machine gun which can fire heat- 
seeking bullets, rather like Judge Dredd’s Lawgiver in 2000AD. You have a little red 
moving target on screen, and once it locks onto an enemy you have a guaranteed hit. 
Joanna can carry a weapon in each hand, and she can blow holes in the walls with limpet 
mines to get into secret areas. 

” 
Eee pasa Scacapaanasiatad 

Ue ee oe CMON emi ek A181 ey 
almost upon is. These fellas look cute but aren't too 
friendly with their firepower. 

yuvd L>34u3d CHOOT 

Multiplayer 
The multiplayer mode is still shrouded in secrecy, with 
nobody at Rare prepared to give anything away. What we do 
know is that it'll beat the pants off GoldenEye's 
deathmatches, and there'll be loads more options than just 
Pay eel UA A CC COL OL 
something like Turok 2's Team-up or Frag Tag games, we 
couldn't tell you, but we suspect there'll be loads of 
characters from the game, individual weapons options and 
possibly even vehicles involved. We can reveal that 
will be a two-player co-operative mode though, whi 
PC mem UE Um rem Z | Peee Oe Tela ete 
Rare, “No comment”. 

we 2 
Ss  @ ) LE n re S fa A Abduct the alien by pushing 

the trolley ahead of you. 

If you've got a home 
cinema system, or a hi-fior 
video with Dolby Pro Logic Caen poe 
capability, you'll be able to 
play Perfect Dark in 
Fale ace rem Lie 8 
BU Ce Teen eree tut 
no end, as you'll be able to 
listen out for tell-tale noises — 
such as gunshots or doors —— 
opening and locate 

Role) CMe eM a ee 
title. Is this the work of the RAM expansion? 

Re MMe CME RO aol 
enemies’ footsteps on the metal floor here. 

More exclusive new shots and zx 
TO B E CONTI N LU E > #« info on Perfect Dark next issue!. 
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BRAND NEW PICS OF RARE’S AWESOME 3D SHOOT-’EM-UP 

ee wd pag Precision jumping time. Note 

=} the little robot companion there. 
Look at the fantastic lighting effects there. And a oY 
behold - bits of dead alien flying around too. 

iz) eel the gaps and you’re toast. It might 
be wise to break out the flying doggie here. 

a a 

Looks like a 
wave of alien 
bats Eire] 

i 
skirted cutie. 

a ee 

PSs 

Touching those electric beams might not be such a good idea. 
Still, you won't find out until you give it a try. Go on. Bzzzzzzzzt. 

Wee MOM iCar UCC omelet Coe ol 
judging from the stunning new video 
footage of Rare’s ambitious 3D shoot- 
‘em-up shown at ECTS, Jet Force 

Gemini could be a lot nearer to a release date than 
Nintendo are prepared to let on. 

We're still keeping our fingers crossed in the 
(probably forlorn) hope that the game will be 
finished before the end of the year, but there’s no 
doubt that it's much closer to completion than 
Perfect Dark is — enemies are in place throughout 
the levels, and the graphics have a ‘finished’ sheen 
to them. 

In fact, Jet Force Gemini looks set to be one of 
the most graphically stunning games around. The 
lighting effects are superb, with the characters 
silhouetted against a backdrop of dazzling 

Rel ACT eRe eB Le 
wheel, and aliens toasting marshmallows. 

: a 
ya 

U 

“pe 

explosions, and the weapon effects are suitably 
over-the-top. We've seen a selection of different 
killing tools so far, and most of them fill the screen 
with suitably technicolour firework displays and 
flying enemy corpses. 

The game itself doesn’t seem shabby either 
(something of an understatement, perhaps), 
looking rather like a futuristic Banjo-Kazooie with 
guns. It's a shoot-'em-up with platform jumping 
sections and exploration thrown in, and stacks of 
secrets to discover. 

Whether Rare will take the Body Harvest over- 
the-shoulder approach to aiming, or whether 
they've developed something completely different is 
yet to be revealed, but since the game is widely 
expected to be the definitive 3D blaster, we expect 
tigen tat Xeno) CUT UW ASU Lf Ot 

eRe I< ee eee 
(CT Ree MLM Pelee eee 

Whoosh! The rocket-powered Lupus soars 
into the evening sky in search of Bonios. 

Rol Mn oleae LU -m Une oe 
Ere le Rel ese Uae 

Dark, pe Coe eNom Ele Laer 
projects they've got up their sleeves. With 
Nintendo's-in-hi ms working on killer proje 
of their own, and the standard of third-pa 
taking a huge leap forwards with Acclaim's 
Turok 2, it's going to be a very interesting 
end to 1998 for the N64. 



See the ejected shell cases? See the alien 
blood? This is going to be special. 

Rg Te 9 a Re a LS 
purdy explosion to go with it. 

Jet Force Gemini 

IE eye NLS 

| 

jog day afternoon Whassat Lupus? Billy’s 
MWA Tea ten neti z2 

MAY STEM em X-men Da 
videogame character? Silicon Valley lets you play 
as a variety of dog-like creatures, but as far as we 
can recall, Lupus is the only original named 
playable pavement soiler. Interesting, no? Lupus 
has jet engines in his paws, which means he can 
take to the air and scout the terrain ahead, and his 

_~armoury of missiles puts him-head and shoulders 
 above-anything you'll find at PetSmart. Woof! 

I AXol Cela te aN) om Aa) 

TO 39 3 fo} aa NU 3 D. *= very next issue. Hopefully. 
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EXCLUSIVE PICTURES OF 

<{ The skylines in the 
OE elem cL 
Red sky at night, 
eel Ree ee 
delight. 

Flying characteristics [> 
very similar to SoTE. 

i 

Be careful not to follow 
V your kill too closely. 

we 
ey 2263 

group up 
out in space. 

Fight it out 
TTY 
over a city. 

Ure] 
<1 

detailed. Fog 
ahoy, though. 

Part of a cut-scene on 
Tattooine. 

More action on Luke's 
V home planet. 

cS Issue 21 

THE GREATEST STAR WARS BLASTER YET! 

Nintendo's ECTS show video... 

...Expect the game to arrive at a 
V higher screen resolution. 

iven that the first level of Shadows of 
the Empire - the Battle of Hoth, as 
you may recall - was undoubtedly the 
best, it's perhaps not such a surprise 

that LucasArts’ second attempt at Star Wars-style 
supremacy on the N64, is entirely based around 
airborne activity. 

Equally, after the shambling wreck that was 
Shadows' central character Dash Rendar — a man 
you'd take a sizeable crowbar to without even 
considering the consequences - it's pleasing to see 
that Rogue Squadron places you into the Jedi- 
soaked shoes of the more familiar, and eminently 
more likeable, Luke Skywalker. Which, bar any 
disastrous errors in the scriptwriting department, 
will effectively banish memories of Dash's hideous 
Rendarisms: “Well, | gotta earn my pay, ain't I?” 
Shut it. 

Working from scratch, instead of using the 
remnants of Shadows’ Hoth engine, LucasArts 
have been working with co-developers Factor 5, 
whose other current N64. game Thornado is a 
Turrican wannabe (we mentioned it in issue 1 and 
we're still waiting for screenshots). The two 
companies have created a universe — based on the 
Rogue Squadron novels — that brilliantly apes the 
films. In fact, with a host of instantly recognisable 
locations, and fan favourite craft, the environments 
play like an A-Z of the Star Wars back catalogue, 
with everything a follower of the films could want 
to see... all on a tiny cartridge the size of a pocket 
dictionary. 

The exact number of levels in Rogue Squadron 
has yet to be specified but, after extensive plays at 
both the American E3 and British ECTS shows, 
N64 has to say that the size of them is incredible. 
Flying our way across Tattooine — in an X-Wing, no 
less — we spotted Mos Eisley (later on, one of your 
missions sees you battling it out with Imperial 
forces above the smugglers port), Jabba's Palace, 
the Pit of Sarlaac, Beggar's Canyon and Luke's 



Before you venture out to battle with the Imperial forces, Rogue Squadron gives you the 
The Art i Craft choice of a full lock-up full of prime Star Warsian crafts. As well as Y-Wings we saw... 

X-Wing A-Wing V-Wing 

A dogged battle ship, with four- Of all the one-man machines, A- Created especially for Rogue 
way lasers. Comes complete with Wings are the fastest and perfect for Squadron, this ship's capabilities are 
an R2 unit as well. canny dog fighting. as yet unrevealed. 

Speeder 

Brilliant for battles at low altitude, 
these are for any occasion, not just 
snow. 

RIEL SM Le RISES MeL eH 0 Lek SELECT YOUR CRAFT SELECT YOUR CRAFT 

eS. | we 

7 

Ce SUR 

Homestead. Each spot is integral to the plot at one 
point or another. Rescue missions, for example, will 
see you having to save Rebels from death at the 
Sarlaac pit. 

Other locations will include the spice mines at 
Kessel and the oceans at Mon Calamari, as well as 
= speculation alert! — missions based in Cloud City 
and Endor. Let's hope, with the latter, there's the 
chance to nuke some Ewoks. Or stamp on them 
with a hijacked AT-ST. (You're evil — Andrea) 

Alongside Luke will be two helping hands: 
Wedge Antilles and Dack. Wedge was, of course, Luke's score from the movies. 
Luke's fellow X-Wing pilot in Star Wars, while rT te With only a matter of months at their disposal 
Dack’s back from the dead after getting it big-style ws A ee Spe actress Factor 5 are putting the finishing touches to Rogue 
io i ela ne SH ae Back. Squadron as we speak. And, eee from oon 

‘oth blokes will help Luke out as he progresses show versions an 
through the game, with snippets of speech and Rogue Squadron will superb video footage, it 
handy text messages. They'll also fly alongside him could quite possibly be 
during heated battles, though they'll be be compatible wi ith the the best Star Wars 

CPU conti 4Mb Expansion Pak. It will eventually "°°" Graphically, the game is impressive. Theres Find out here Q 
certainly too much fog at this stage — especially i run in an eye-gorgingly fine 640x480. iirst... 

- detail is exceptional and the textures are nice and _ 
some of the ely sections — but it: food oO 

sharp. The best news, though, has to be that F 
Rogue Squadron will be compatible with the 4Mb AWA RGN ested: ps 
Expansion Pak, meaning the game will eventually 
_ run in an eye-gorgingly fine 640x480. The wonder 
_of this hhas fees been Aes eae by Iguana with 

- their breathtaking 
Turok 2. 

And musically 
Remedi it's not tatty, either. 

John Williams’ 
score has been 
ported nicely and 
the incidental music 
reacts to action on- 

Rogue Squadron 

LUCASARTS/NINTENDO 

screen and also to specific locations. So, as you 
battle over Mos Eisley the music will thump away 
to the main Star Wars theme but, as soon as you 
swoop off to Luke’s homestead, it'll fade into 

Explosions are a strong point of the game. 

Luke's just offed someone, here. We'll playtest Rogue Squadron a 
TO BE CONTI NU aR oo Perr pee more next ean ae 5 
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MORE GREAT MOMENTS FROM GREMLIN’'S B-MOVIE BLASTER 

a. ae a < Nite / 
eat : : Meise ie , | 2 

was a 
huge alien mend , 
battle, you oe P 

marca 

> 

ay 

- 
Eth 

What was all that Lock-on 
_ A 

rumpus outsider To 
} it to 

. 4 

ene pieces. 

/ ong 

A ? . 
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J 
Drone King eats something it doesn’t like. 

E Sooeeenrer & Bleeeeurgh! Now that's just plain unsavoury. ~ : ™ : 

: ari = RM Cr aa eRe oo a rie 
eras * squashed like humans, but not this one. ad 4 

i. wd a 

its final incarnation. And despite 
having spent ages playing through the 

game for issue 18's Special Investigation, we just 
had to give it one last go before we get our 
review copy in. 

Set over five worlds and 1000 square miles of 
landscape, Body Harvest is basically the biggest 
blaster we've ever seen, with the addition of 
characters to interact with and puzzles to solve. 
As Adam Drake, one of the last surviving 
humans, it's up to you to travel back in time and 
eradicate the alien predators which have harvested 
mankind to near extinction over the last century. 
Luckily for you, one of the other survivors is an 
tiber-babe called Daisy, who'll offer pertinent 
advice during your mission. Well, at least you 
won't be lonely. 

Body Harvest will be a-blasting and a-role- 
playing its way to a store near you very soon, and 
oa be a i the OTL a BN a 

finished cart. For the time being, here are some 
brand new shots to feast your eyes on, Dneiawoneo GREMLIN ae 

Te Seu Ro UL aR G) See th Vt hs 
discovered so far from our preview cart. ere See 

MA Design's vast action/RPG/shoot- 
DL ‘em-up hybrid was on show at ECTS in 

rials ia 
se 
distance is an 
alien shield 

5 dividing Java. 

eS That's nice to [> 
know, isn’t it? 

a a | Somebody 
"4 eae ee 

(sniff) 

at eae i ni} 
eta a in 

a on Ene 
cu) Mel] bee alien 



Top massacres 
Some of Body Harvest's finest moments come when dishing out justice to the 
civilian population. They might not deserve it, but it's great fun. The best massacre 
we've managed to perpetrate so far was in Greece, where we ran down at least 
OCMC meuli (elm Lee MC art Ue ol an UA a ao oe 

rd ME Bi 81N 4.41 
punk? Well, do 
ya? Oops, my 
finger slipped. 

“ee 

Nice bit of 
parking there, 
Adam! Good 
work, my friend. 

Top vehicles 
There are countless vehicles scattered all over the countryside, and they're all 
useful. They act as body armour, so you can dump an old one for a newer model 
when its energy meter gets too low. The best vehicle we've driven so far is the 
Panzer Tank on the Greek level, but there are scores of others waiting to be 
discovered. 
EA 
of Adam Drake! 
BBM lelecol ie 

Dol me ct 4 Am ETT BD) 

LsdAUVH AdOg (eyes 

Hoverboats are 
AX 0d 

Va oe ‘3 for getting around 
J = a : 4 es Java’s swamps. 

Top weapons 
New weapons can be found hidden in houses as rewards for making progress in 
the game, and alongside shotguns, rifles and machine guns, you'll find essential 
items such as ammo and explosives. There are also ‘free’ weapons on certain 
vehicles — tanks, for example, have far more powerful cannons than you could 
possibly carry on foot. 

Steal this bloke’s 
hunting rifle, but test 
ee ee ® 

‘Cunamite 

A NL 
(ole ea 
is dangerous. a ee | 

TW att] 
TOE lu 
Better get to 
work then. 

- Sau) 

Fre eres 
What a way to 
[elo we UT) 
the dessert. 

; Look out for our Body Harvest 
TO B 3 CONTI NU 3 D... review, coming very soon.... 
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Deputy Editor Tim Weaver many future 
aed tas) 3:11 ae Cee N64 titles could 

woes eed eh els well be on the increase, 
thanks to Nintendo's 

pseahaeel seeps emcee eo new 4 Megabyte (Mb) 
Daniel Glenfield, Mark Green, Jon Billington RAM Expansion Pak, 

which is due to be 
released in November. 

Installed by slotting 
into the N64's expansion 
port at the top of the 
console, the only games 
confirmed to use the Pak 
so far are Rogue 
Squadron and Turok 2. 
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Ses Se Rogue Squadron. The N64's second confirmed 

title with 4Mb Expansion Pak compatibility. 
Friday 30th October 

issue 21 

However, as you'll see from our massive — modes for far more 
Promotions Manager —_ Gil Stevenson review starting on page 52, the extra visually complex 
Marketing Executive _ Georgina Sanders memory makes such an astonishing games. The 
Publier As improvement to the game's already maximum resolution 

impressive graphics, we'd expect almost is a screen-bending 
everyone who buys Turok 2 will want to 640x480. Previously, 

times more than Sony's PlayStation) and = WWF Warzone have 
allows developers to use the N64's hi-res been able to run in anything other than 

z E oing up! 
Could this be the first ever 
successful console upgrade? 

Fax (editorial) 01225 732275 get a RAM pak as well. only Acclaim’s 
Fax (advertising) 01225 732282 The pak doubles an N64's Random QuarterBack Club, a 
E mall negofutureneteo Uk Access Memory (RAM) to 8Mb (four All-Star Baseball and (i Dae 

the standard 320x256 pixel 
resolution. 

The extra memory the pak 
provides will also allow for much 
larger levels, more textures, and 
more graphical variety, as twice 
as much data can be 
decompressed from the cartridge 
ROM at any one time. And with 
cart sizes likely to increase 
beyond the current 32Mb 
(256Mbit) maximum, we could 
be about to see a new 
generation of even more 
impressive games. 

Nintendo currently have no 
plans to bundle the Pak with a 

% 

q 
> 

The 4Mb 

Pak. A truly 
wondrous 

new 
invention 

from 
Nintendo. 

oO 

A The law-breakingly gorgeous Turok 2 
complete with 640x480 screen 

resolution. The difference it makes to 
the game is incredible (see page 52) 

game, instead preferring to sell it 
separately as a $30 optional extra for 
those who'd like to exploit the hi-res 
option in future games. What's more, as 
you're reading this, certain developers 
are beavering away adding hi-res 
options to their games, although 
rumours of a GoldenEye Special Edition 
have proved to be no more than idle 
speculation. 

The RAM expansion pak will go 
on sale in the States on November 24th 
— just one day after Ze/da, strangely 
enough. 



HOUSE ARREST 
We were expecting to see Shigeru 

Miyamoto at this year’s ECTS, but the 
world’s greatest games designer was 

unable to leave Japan. The reason? He had 
to put the finishing touches to Zelda, and 
SM elim ic Ulce UNV Oa Cee UTS 

CMMI CMe MN Ce Ce MLS 

land, where any further delay would risk 
alienating the already disenchanted 

Japanese N64-owning public. 
SUT ae Melt at 

OM Ned) em aM LC ele aCe 
early copies of Zelda will be demoing in 

American shops from the last week of 
October, and hopefully over here in early 
November. For news of a British release 

date, turn to page 46. 

down! 
The days of £60 N64 games 
are long gone. 

nyone who's visited their 
local games emporium in 
the last fortnight will no 
doubt have noticed the 

aggressive price reductions on N64 
software and controllers. 

With classics such as Wave Race, 
Yoshi's Story, DKR, Mario Kart and 
Pilotwings now retailing at £39.99, 
and Blast Corps, Mischief Makers 
and NBA Courtside down to a mere 
£29.99, Nintendo are expecting the 
N64 to take the UK console market 
by storm this winter. 

What's more, £39.99 will be the 
new price point for all future 
premium games releases — and that 
includes F-Zero X, Turok 2, 1080° 

Snowboarding, and V-Rally 98 
amongst many others. The only 
game currently scheduled for release 

at the old £49.99 mark is Zelda, 
which seems reasonable enough to 
us — it's only the same price as FFVI// 
after all. 

This new move puts the cost of 
the average N64 game on a par 
with PlayStation titles for the first 
time ever, and looks certain to 
persuade the last lingering doubters, 
who had been put off by the higher 
cost of Nintendo software, that the 
N64 is an essential purchase this 
Christmas. 

The only people who might not 
be quite so enthusiastic about the 
price cuts are the third-party 
peripheral manufacturers. With 
official Nintendo controllers now 
selling for just £19.99, the market for 
cheap third-party joysticks has been 
more or less destroyed overnight. 

Capcom come to London 
A new commitment to Nintendo? 

fans this month — the Japanese 
games giant is to set up a new 
organisation based in London, 

Capcom Eurosoft, to oversee the 
management of all Capcom's 
business in the increasingly important 
European market. 

More important to readers of this 
magazine, though, is the news that 
Capcom's press releases now proudly 
describe the company as an N64 
developer. So hopefully we'll be 

i nteresting news for Capcom seeing a commitment to new 
Nintendo releases going way beyond 
the sole title revealed so far, their 
Disney-licensed Tetris variant 

The fact that Capcom Eurosoft 
will be headed by William Gardner, 
the president of Capcom's US division, 
shows that the company are taking 
their European venture very seriously. 
Now all we need is Ghouls ‘n' Ghosts 
64, a few classic arcade updates, and, 

of course, the Street Fighter game 
we've all been pining for. 

: BRIT SOFT 
F According to ELSPA (The European Leisure 

OCU Mat ice Clare eae) 
H grouping of nearly all Europe's games 
A SMe Ue elie 
Cot odie mel ma ce) oR ee CMLL a) 

: money invested in new software as the 

Pe Ue mec Ue cee (eee OLE 

F ee UN mural mre Lmao (eT) 

: the calculations is Ocean, one of the oldest 

UR UR el La aL] 

LINWld Te MOLEL bY Pee ence company 

OCMC LA Lolli) ey Ae UT cL 
French publishers Infogrames, who 

originally planned to use the Ocean name 

as a publishing brand. Times have changed, 
though and they've now decided to drop 

the venerable name in favour of their own. 

The Ocean name might possibly return 

eR Mme mL CeCe Me 

brand, but for now a hefty slice of gaming 

history is no more. 

S 
A slice of price! 
All the games you could possibly wish for 
and every one for under fifty quid... 

o, to celebrate the fact that, by Christmas, there're going to be over 
ONE HUNDRED titles available for your N64, we've got together with 
THE Games to offer one lucky winner a copy of each of the reduced 
£29.99 and £39.99 games that are wending their way to your shops. 

There'll also be two runner-up prizes of a game of your choice from the list 
and all you have to do is send in your name and address. No questions, no 
hassle. No nufink. Lovely... 

Reduced! 

| = £39.99 || £29.99 | 
Shadows of the Empire 

Wave Race 64 
Mario Kart 64 

Diddy Kong Racing 
Top Gear Rally 
Yoshi's Story 
Pilotwings 64 

F1 World Grand Prix 
1080° Snowboarding 

F-Zero X 
Waialae Country 

Club Golf 
Bomberman Hero 

Turok 2 
ISS ‘98 

Mission: Impossible 
V-Rally ‘98 

RULES 
There’re some rules round here... 

Blast Corps 
Mischief Makers 

Tetrisphere 
Cruis'n USA 

Kobe Bryant in NBA 
Courtside 
Automobili 
Lamborghini 

The Legend of Zelda: 
Ocarina of Time 

Star Wars: 
Rogue Squadron 

Lylat Wars 
(with Rumble Pak) 

1. The closing date for entries is November 10th, 1998. 
2. Employees of Future Publishing or THE are forbidden - by Albanian law - to enter. Go! & 
3. The Editor will pick a winning entry from a hat full of Wil’s shoes. 
4. The prize is nice, no? GO! 

8 

November 1998 yy 



y 7 

STORE ZONE 
ere Ee eam) aS 
demand for Acclaim's WWF Warzone, w 
shops across the country completely 

running out ofstock. The shortages, 

are due to the fact that Acclaim only 
shipped some 60,000 PAL copies of the 

game, have even pushed the aging WCW 
vs NWO back into the charts. Wrestling 

seems to be a lot more popular over here 

than anyone predicted. 

DRIVE ON 
Boss Game Studios and Midway are 
teaming up to produce a second generation 

racing game, GT World Tour. The game 

looks very flashy indeed, with a letter- 
Pee MEM els MO Lela mS 
Aa maT see Vea eRe 
: that Nintendo have confirmed a release 
BON Colm Meee Lae C) 
H Ty eie- Colm ee Lm Come (e lee M Ura tog) 

i hi-res option. 

FANZINE FARM 
Then oi takes ‘em round the back of the 
cow shed, and oi shoots ‘em. Arrr. 

GO! GO! MULTI FANZINE 

Hy a7 

: CORRECTION 
: In last month's New Goods section, we 
PICHIA eR Ue ce Mele Ue 

: radios and cameras to Nugen. These 
H licensed toys were in fact from a company 

: called Sakar, distributed by Planet 

H Distribution. Nugen did produce the 

? excellent Manta Ray controller though, 

URN Uru a CCl Lae Melt) 
: the best third-party joypad we've ever 

: reviewed,” awarding it a healthy 91%. 

: QUAKE WINNERS 
Due to the fact that they're morons, N64's 
cleaners took boxes full of Quake entries 

to our local skip and dumped them. We 
managed to recover some of the ‘mislaid’ 

entries. But not all. So, in order to send out 

MUA re ere Le uC olf) 9) 

named in N64/20 as winners, please 

Ce cCaa mc elm TLE 

brief description of their entry. Phone, e- 

mail or letter, we're not fussy. Thankyou. 

Bond scoops 
top prizes 

3 0\ en This is a promising little offering — a pocket guide to the The wo rl d 's greatest game gets its 
got Te world of manga, the orient, import games and Hong Kong é ki d ECTS 
gx) I-72 video. Exactly how much of this world you can fit in 16 A5 eet kissed at « 

\ Satta pages is debatable, but what there is in Jonny C's creation is 
wae ore et amusing, esoteric and totally unlike anything you'll find in ust in case you were in any Kazooie, as well as their 007 antics, 
Teco, the average wannabe-professional fanzine. There's a bit of doubt as to who's the most and Nintendo scooped the coveted 
eee , Game Boy Tamagotchi information (did you know the respected games company in ‘Publisher of the Year’ title. 

sels ee Japanese version comes with an on-cart speaker?), some the world, Nintendo once 
Soe : manga stuff, and a review of a Chow Yun Fat martial arts again cleaned up at the annual ECTS 
serine, viene — film. There's even a quick guide to sushi, complete with a Video Games Awards ceremony held 
perverse. selection of handy phrases — although we'll have to get this year at Stamford Bridge. 

Max to check them out before we actually try using them. 
¢ Send £2 to Jonny C, 12 Merrywood Park, Camberley, Surrey GU15 4JR 
and you'll receive a spanking new copy of GO! GO! Multi Fanzine. 

Digging through our reeking box of summer leftovers, 
we found this tasty little asparagus nestling among all 
the rotting potatoes and turnips. It's a bit on the slim 
side, weighing in at just 13 pages, but it's quite 

main body of the ‘zine concentrates on PlayStation 
stuff, which is okay if you own both machines, but 
there's a nice Snowboard Kids guide and a pull- 
out booklet devoted to Mario 64. Issue 2 was 
the most recent one we could find, and we're 
not sure if its seed hasn't fallen on barren 

nicely done and easier on the eye than most. The =Z INE 

ground since then, but it's worth a look. 
¢ G-Zine costs £1.50, and is available from 
Peter Wright, Archgrove House, Horsegrove 
Lane, Rotherfield, East Sussex TN6 3JX. 

SUPER MARIO 64 

JOURNEY’S END 
Now this is quality produce, and you know what they 
say — you'll never get tired of a good old Granny 
Smith, no matter how many of those horrible Golden 
Deliciouses you get rammed down your throat. 
Journey's End is up to issue 16, at the last count, and 
it’s plain to see why it's managed to keep going for 
so long. It's written with a real enthusiasm for its 
subject matter (multi-format RPGs, in case you 
missed our last review), and it's always packed with 
enough interesting information to represent 
excellent value for £1.50 plus a stamp. What's 
more, the covers are great, and it's something you'd 

It was all thanks to the amazing 
GoldenEye - still riding high in the 
charts eleven months after it was first 
released — which won the company a 
second successive ‘Console Game of 
the Year’ award, following Mario's 
triumph last time around. Rare 
deservedly picked up the ‘Developer 
of the Year’ gong, for DKR and Banjo- 

ods 
Time to res up your life with 
Datel’s Nintendo beater. 
Power RAM 
Datel ¢ £TBA © 01785 810800 
Those crazy people at Datel - they're 
certainly quick, aren't they? At least, 
in terms of developing new products 
before Nintendo have even 
announced the official one. We first 
heard about the Power RAM 
expander back in issue 16, and 
presumably Datel have been 
stockpiling them ever 
since in the hope that 
there would one 
day be significant 
software support 

The Power RAM is a dinky little 
red bit of plastic about the size of a 
matchbox, and it's so light you'd 
think it was completely empty - 
compared to the official Nintendo 
model, it weighs next to nothing. 
However, it does exactly the same 
job, boosting Turok 2's screen 
resolution and enhancing any future 
games which include a RAM Pak 
option. Perhaps a little worryingly 
though, whilst Nintendo's model 
includes a hefty metal heat sink 
on top, Datel's one makes do 
with the standard ventilation 

actually want to keep and collect. N64 coverage this issue is limited 
to Mystical Ninja. Wonder what they'll make of Zelda? 
¢ Journey's End costs £1.50 and a stamp, or £10 for six issues, from Ann 
Simpson at 28 Dashwood Street, Derby, DE23 6SU. 

for them. Well, 
with the N64 
world about to go 
RAM Pak crazy, this is 
the ideal moment to 
unveil the first third-party 
memory expansion. 

slots on the back. Still, it 
hasn't sent our N64 into 

meltdown yet, and if it turns 
out to be significantly 

cheaper than the official 
RAM Pak, it's a must have 
for Turok 2 players. 

Got a fanzine? We want to see it! Send your choicest produce to: 88% 
Fanzine Farm, N64 Magazine, 30 Monmouth Street, Bath BA1 2BW. 
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CHAMELEON TWIST 

WILD METAL 

eo) anit 

he Dukester's back, ‘witty’ 
catchphrases and all. But 
this time he's abandoned 
the traditional first- 

person shoot-'em-up formula and 
turned into a third-person action 
hero in the spanking new, nothing- 
like-a-sequel adventure, Duke 
Nukem: Zero Hour. 

In making the leap from flat 2D 
sprite to fully polygonal 3D killing 
machine, Duke has acquired 

Turokesque agility, a whole new 
world to explore and plenty of 
unpleasant alien beasties to test out 
his new arsenal of weaponry on. The 
environments follow the old Duke 
tradition of realistic locations in 
unusual circumstances, but now the 
cities, shops and public buildings will 
be populated with properly animated 
3D creatures instead of the chunky 
scaled-up sprites we got in Duke's 
first N64 outing. 

We were certainly impressed by 
the detail of the levels, particularly in 
the streets of the city, where looking 
up gave a dizzying, fog-free view of 
the vast skyscrapers. Another level 

saw Duke travel back in 
time to the 19th century 
Whitechapel, where the 
objective is to unmask (and 
presumably kill) Jack the 
Ripper — Victorian London 
has never looked so 
appealing. 

Zero Hour is being 
developed exclusively for 
the N64 by Eurocom, who 
were responsible for the 
rather good conversion of Mortal 
Kombat 4, and it has absolutely 
nothing to do with the disappointing 
new Duke game on the PlayStation. 
Sighs of relief all round then. 

Zero Hour is still scheduled for a 
Christmas release in the States but it 
didn't seem quite that close to being 
finished when we played it at ECTS - 
the bad guys weren't in place, and 
the mission objectives hadn't been 
included. Looks promising though, 
and we'll be bringing you an update 
just as soon as we 
get hold of 
the latest 
version. 

A Looks a whole lot more impressive than Dukey Boy’s first game, doesn’t it? 
We can’t wait to see just what he'll find in this pink light district. 

The Armory (sic) is definitely a 
fun place for the Dukester. 

‘Allo guv‘nor. Spare a penny 
for a vile old hag? Ha‘penny? 

Duke stares at the crosshair in a buzz- 
cut, muscular psycho sort of way. 

Duke: The Movie - when push comes 
to shove, a hard man is good to find. 



TN 
prepares to separate 

Red Beastie’s legs 
from his body. 

Right then, you 
disgusting insect thing 
from hell - say goodbye 

V to your limbs. 

ee 

Be aaa’ 
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Nes 
the moves 
on Nadia. 
ee ey 
and sword 
chops are 
the order 
of the day. 

a 

What on earth is happening here? Something Pa 
to do with zombies and killing, no doubt. 

A Burp any more of that curry breath over 
Te 1aeol l a AXA Ail tt p 

Low cut tops allow Nadia the greatest 
freedom of movement when fighting. 

ime to travel back once 
again to the Gothic world 
of (gulp) “fog-shrouded” 
Victorian London, with 

Activision's, on, off, and now very 
much on again, 3D zombie slasher, 
Nightmare Creatures. 

The game has been in 
development for some time now, what 
with all the rumoured cancellation 
problems developers Kalisto have 
endured since the title was first 
announced. It's a conversion from an 
entertainingly gory PlayStation game, 
and the good news is that the N64 
version will be just as bloody. So 
expect to see plenty of flying body 
parts and gallons of spurting blood as 
the two characters, Father Ignatius 
and Nadia, hack, chop, bludgeon and 
slash their way through the 20-odd 
breeds of hell-spawn, infesting the 
grim back streets of the capital. 

The gameplay involves quite a bit 
of exploration but the emphasis is 
placed firmly on fighting and killing. 
As you wander around the graveyards, 
alleyways and buildings, an adrenaline 
meter slowly drains away, leaving you 
slow to react the next time a monster 

eT ule 
Ignatius 
again. And a 
statue of a 
Te) ay EN ol 

leaps out of the shadows at you. The 
only way to counter this is to run 
around looking for fights to keep your 
character pumped up and ready for 
action. 

The characters each have a slightly 
different fighting style, with Father 
Ignatius particularly partial to hacking 
zombies in half with his huge and 
deadly Whacking Staff — an item right 
at the top of our Andrea's Christmas 
wish list. Nadia is more of a martial 
arts enthusiast, although she's pretty 
handy with a sword, and both 
characters can use the special 
weapons left lying around the game's 
16 levels, such as pistols and 
explosives. It's also rumoured that you 
may even be able to use one of the 
monsters as a hidden character. 

Nightmare Creatures looks like it 
could be another entertaining addition 
to the N64's import gaming library 
when it's released in the States on 
Halloween. The only potential rabbit- 
raisin in the muesli is the lack of any 
firm commitment to an official UK 
release, but these things are 
always subject to change. We'll 
keep you posted. Q 
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nother day, another new 
racer is confirmed for the 
N64. We could get used 
to this, y'know! What 

makes ReVolt look particularly 
interesting is the fact that it's coming 
from the most reliable third-party 
games folk outside of Twycross. 

Superficially the game looks a 
little bit like Ubi Soft's SCARS, but it 
plays much more like Micro Machines 
than anything else. The cars are all 
toys (from the ToyVolt Corporation, as 
if anyone cares about plots in driving 
games), and due to a freak computer 
fault in the production line, they've 
gained minds of their own, and have 
decided to, erm... revolt! As we all 
know, there's nothing that sentient 
toy cars like better than a 
good race, so they're 
zooming out of toy shops 
around the world and lining 
up in parks, museums, and 
city streets for a real burn up. 

The races are fast and 
furious handbrake turn-fests, 
but with the realistic physics 
modelling you only normally 
get in serious driving games 
like V-Rally. Each wheel on 
the dinky little cars has 
independent suspension, so 
every different vehicle should 
have very distinctive handling 
characteristics. 

The game is still at an early 
stage of its N64 development, so 
unfortunately all the lovely hi-res 
shots you see on this page are 
taken from a turbocharged PC 
costing 20 times the price of our 
little black box o' tricks. Still, we're 
hopeful that our version will be up 
and running smoothly at a 
resolution similar to SCARS (and 
with four player simultaneous 
action), some time later this year, 
when we'll be able to bring 
you a more in-depth preview. 

A top combination of teeny, tiny 
e-Tee alee ee iel eM le Lee 

Dino time! Every game should 
V have one - it’s the law. 

<{ Racing 
Ele em Ul 
deserted 
ESL 

wf 

Look! A 
teddy bear! 
[Ray em ey 
arms off. 

wr 

Ces 

Polished floors seem likely to feature 
throughout the game. Squeak! 

C 

A\ There are plenty of 
varied locations. 

a The ToyVolt logo 
V looks very familiar. 

a 

ee en 

Will the N64 version look 
Trl ore 

TREN meee EX 
V the RAM Pak with it... 
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e have to admit, we 
were somewhat 
surprised when Ocean 
picked up the original 

Chameleon Twist for a UK release 
last Christmas. The market for a 
platform game aimed specifically at 
the ‘younger player’ was limited then, 
and is even more so now, what with 
the amazing Banjo-Kazooie 
appealing to gamers of all ages. But 
the Chameleon is back once again, 
albeit without a confirmed PAL 
release as yet, in an updated tongue- 
related adventure. 

This time round, Chameleon 
sports a natty red backpack containing 
a parachute, with which he can float 
around and take in the sights at 
leisure. Nice and relaxing, but his best 
ability is still an enormous flexible 
tongue of the type Yoshi would kill 
for. This rubbery appendage can be 
shot out over huge distances, and it 
sticks to all manner of different 
surfaces. Once a good grip has been 
established, Chameleon reels in his 
tongue, catapulting him through the 
air. Top stuff. 

38 NEN a 

ET aie eee by 
Chameleon performs 
a spectacular mid-air 

twist on his tongue. 

Gaze, paralysed in 
ecstacy, as our 

colourful hero soars 

V thorough the sky. 

A Much better graphics 
than the original game, 
Ur eee tee 

PLAYED Ty 
i ws 

The game takes place over five or 
six new worlds — Toy Land, Music 
World, Ice World, Oedo Land, Arabia 
Land, and a sky section that may just 
turn out to be an elaborate level select 
screen. The gameplay is pretty much 
identical to the original, with a few 
essential tweaks to the camera 
system, an increased difficulty 

level, and some sections that can 

only be reached with the 
parachute. 

We played a near-complete 
version of Chameleon Twist 2, 

and it did seem remarkably similar 
to the original, which scored 70% 
in issue 10. Worryingly though, 
the brilliant multiplayer battle 
section (by far the best part of 
the first game) appears to have 
been left out, and Sunsoft's 
promotional literature bills the 
game as a one-player experience. 
Hopefully the battle mode will 
make a reappearance by the time 
the game comes out in Japan. 

A Looks like there'll be 
plenty of places to 

explore, and things to lick. 

‘ A Rolling barrels spell danger, 
whatever the platform game. 

Whoops. Got a bit stuck behind 
V UY e tl ae kL 

TAURUS ee a) 
Emel e mex) (+m LIK) 
time. Get your 

licking tongue out. 

A UK release should follow 
next year if a distributor can 
be found. 



a eile 
seems to 
EIA) 

eat se) 
Ray's body 
(oa 6) 
isn’t much 
left of him. 

That’s one 
mighty fine 

blackcurrant. 

ra Ray’s going 
to fall 
straight into 
the lava. Tsss. 

erg 
ee) ele) Pg 

arto 
look like? 

Boing! Take to the skies, 
limbless freak style. 

ay who? The original 
Rayman game never made 
it to the N64, despite 
receiving some fairly good 

reviews when it appeared on several 
other formats in 1995. If you don’t 
immediately recognise the limbless 
hero from these screenshots, then 
you're forgiven. 

Those of you who are familiar 
with the first game will be right at 
home with its sequel. Rayman 2 
retains the slick motion, sprawling 
levels, and fiendish difficulty curve of 
its forefather. One particularly 
complex section involves leaping from 
platforms, climbing cargo nets, and 
using Ray's helicopter ears trick to 
float through the air whilst a giant 
airship follows behind, destroying 
everything 
you touch 
within half a 
second of 
you being 
there. 
Even 
the 
game's 
project 
director had 
to resort toa 
level skip cheat to 
complete that 

section, so perhaps a bit of tweakage 
might be required if mere mortals are 
ever going to complete the game. 

Still, it's pretty good fun to play. 
It's perhaps more a platform game in 
the linear Earthworm Jim 3D mode, 

than a Banjo-Kazooie explorathon, 
but you do have the freedom to 
wander wherever you like in the 
levels, within limits. The underwater 
sections are particularly groovy — the 
giant whale looks very striking. 

Graphically, Rayman 2 is one of 
the best platformers, with varied 
environments and very little fogging 
or pop-up. The characters in the game 
are a bit freakish but Ray himself is 
almost cute enough for us to forget 
the fact that his hands and feet move, 
disturbingly, 
without the aid of 
arms and legs. Still, 
we don't mind 
putting up with the 
occasional 
worrying 

mutation 
if the 
game 

lives up to 
its promise this 

Christmas. 
Limbs or no Q 
limbs. 
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hadowman, the N64's 
surprisingly black dark side, 
was looking better than ever 
at this month's ECTS show, 

sporting pin-sharp visuals pleasingly 
akin to the PC original. 

The game, due for release in May, 
is being developed at Iguana UK and 
the results are mightily impressive. 

Check out that nice Mr LeRoi’s 
handiwork on the left there. This 
is a bit of a ‘bad’ neighbourhood. 

Neto) AY 

Weg Ty 

Playing just the single booth at the 
London show, N64 managed to pad 
their way through a muddy wasteland 
and then down into a series of 
labyrinthine caves and pathways. 
These eventually led to the hut of 
Nettie, the voodoo priestess who has 
turned part-time assassin Mike LeRoi 
into the Shadowman of the title. 

Soft skin technology has been 
used to create more realistic 
characters: faces wrinkle when their 
expressions change, and their muscles 
bulge and become taut when they're 
being put through physical exertion. 

Whispers suggest that 
Shadowman will be compatible with 
the N64's new 4Mb Expansion Pak, 
allowing it to run in an eye-blisteringly 
fine 640x480. The benefit of this, 
particularly as it's a dual PC/N64 
development, would be obvious, 
bringing the two versions even closer 
together in terms of looks. We'll 
update you as soon as we can... 

WILD METAL COUNTRY 

a rm = z : 

Sirstsness +1 

eee toll A 
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A Getting wild in Metal Country. The landscapes are bleak, but this is all © 
about fast gameplay, not pretty pictures. Just you wait and see. 

issue 21 

UM ee} 
look a bit like 

Quake. But 
better, 

obviously. 

e've already looked at 
Body Harvest this 
month, but that's not 
the only big DMA title 

due from Gremlin. Wild Metal 
Country might be somewhat further 
off but it looks every bit as 
promising, albeit on a somewhat 
smaller scale. 

A 27-stage, multiplayer shooter, 
involving artificially intelligent tanks 
and buggies with animal 

| 
This looks 

TAN LR a Ee Le) 
fe foelo MULT ai ae ele 
see Shadsy in action. 

<{ He isn't known as 
RYE Tel um elm el lal 

Fan a Aes] 8A 

Get shooting. You won't get 
much rest from the action. 

P 
characteristics — birds, rhinos, hyenas 
and the like might sound strange, 
but it actually works really well. The 
tanks all behave like you'd expect 
their animal namesakes to behave if 
they were high-powered military 
vehicles. Timid buggies will run away 
and shoot you from a distance, 
whereas aggressive tanks will charge 
at you if you give them a funny look. 

DMA have only just begun 
working on the N64 version, and it 
needs plenty of optimisation, but if 
it's anything like as good as 
the PC version (pictured here), 
we could be in for a treat. 

The red dots will be 
V replaced by smoke trails. 

like a top 
place to 
mount a 

surprise 
attack. 
Hide at 
the top of 

aL 
Teme 
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You are about to witness a revolution in music. 

The incredible Yamaha DJX is a totally new concept that means 

an absolute novice can instantly make brilliant dance music - 

on stage, behind the turntables or at home. 

It’s packed with ear-boggling sounds and professional features. 

gas There’s even a built-in sampler. 

And best of all, there’s no need to learn keyboard skills. 

If you like to listen, here’s your chance to play. Call 01908 369276 for a free copy of 

You are DJX. The DJX demo CD while stocks last 

Available from: Argos, Comet, Dixons, Miller Brothers, Tandy, Tempo, Mail Order Catalogues and Yamaha Dealers throughout the country. 

Yamaha-Kemble Music (UK) Ltd. Sherbourne Drive, Tilbrook, Milton Keynes, MK7 8BL Tel: 01908 366700 

Visit Yamaha OnLine: www.yamaha.co.uk 



rriving just days before 
our deadline, and sadly 
too late for a review, 
Midway's NFL Blitz is a 

lightning fast American football 
arcade game in the Wayne Gretzky 
Hockey tradition. 

What's more, it's actually 
stormingly good fun to play. The 
game dispenses with all the realism 
and simulation aspects of other 
football games, with seven players per 
side, 30 yards required for a first 
down, and a simple three button 
control system. There's a limited 
playbook and a play designer, so you 
do get to use a little bit of strategy, 
but most of the time it's a feast of all- 
out violence and mayhem. 

Fouling and cheating are actively 
encouraged, as is stamping on the 
quarterback’s head after a sack. Nice. 
The whole thing moves along at a 
cracking pace — extra points are free, 
unless you want to go for a two 
pointer, and even at two minutes 
per quarter, a combined score of over 

See how the track twists ;@3 7 
and turns? This will test 
your reflexes to the max. 

Bs <{ Qo000h! 
4 Another 

monster smash. 

ri eek IS 
little prang. 

100 is not 
uncommon. 

There'll be a full 
review next month — 
until then, cast your 
eyes over 
these. 

Ue ola lL) Ps kal 
extravagant 

celebration dance. 4 , ik} 

<{ Dallas Cowboys - the Man 
United of American footie. 
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be OLAS Gi CCD an ae 
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WN Helpful hints pop up every so 
often during the game. 

OU ae] J 

Double sack — sounds very painful 
indeed. Try and be more careful. 

NASCAR '99 

nother late arrival this 
month, NASCAR ‘99 is a 
simulation of the kind of 
macho racing dear old 

Tommy Cruise did in Days of Thunder 
a few years back. 

Admittedly, we didn't have too 
much time to play it before we went to 
press, but our first impression wasn't 
really favourable. Most of the tracks are 
of the oval variety, and it looks like the 

only thing more boring than watching 
an oval race might well be driving in 
one. Still, the European-style race 

circuits were a lot more interesting, and 
NASCAR's handling feels pretty 
authentic — a lot like GT 64, in fact. 

There are screenfuls of options to 
play with, and real drivers, teams and 

NLU CR take 
up of driving round 
in circles, cause a 

Arce 

You can pause the game and 
replay the last few seconds. 

sponsors from the US race series. We'll 
most certainly have got to grips with it 
by this time next month, when 

we'll have a full NASCAR review. 

asa ta 



n the post-apocalyptic future, the most valuable 
commodity on Earth won't be oil or food - it'll be 
women. Due to a nasty little jungle virus wiping 
out most of the female population, the few 

surviving women are referred to as Queen-Lords, and are 
revered and fought over by tribes of men. Book your 
tickets now then, ladies. 

The weapons used to capture Queen-Lords from rival 
tribes are powerful tanks armed with flame throwers, 
missile launchers and nuclear weapons, and the battle 
arenas are the streets of the devastated cities. The game 
plays superficially like Twisted Metal on the PlayStation, 

although 
there's a lot 
more to it than 
that. 

Just about 
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l= Me 

ES 
Cae ae c 

through the 
buildings. 
Your 
opponents, as 

BATTLETANX 

you wreak havoc around If the buildings get in your way, give them a good seeing to 
the real life American V with a battlefield thermonuclear weapon. That'll sort them out. 
city-scapes, are Battle- - “oe , , 
Lords from other tribes or ‘ 2) ; s ie a 
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multiplayer mode. 
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Battletanx is due to 
arrive some time next 
summer, so there's plenty 
of time for 3DO to 
perfect what could 
be a top class game. 

every object in 
the game can 
be shot to 
pieces, so if 
you can't find 
your way 
around the 
streets you can 
just blast your 
own path 

PUMA STREET SOCCER 

Armymen II? What on earth 
happened to Armymen I, then? 

SUNSOFT 

A Stopping the traffic in the town 
centre. Maradona’‘s probably in 
a dodgy bar somewhere. 

obody seems to be 100% 
sure exactly when (if at all) 
Sunsoft's licenced four-a- 
side footie game will see 

the light of day on the N64, since its 
appearance seems likely to depend on 
how successful the PC and 
PlayStation versions prove to be. 

It's a fast action arcade-style 
game, set in realistic urban locations 

such as a port, an airport, and a city 
park (hopefully free from dogs). The 
game takes place in a hastily built 
arena with a tiny pitch and shrunken 
goals, so you can expect most 
matches to end up with cricket scores. 
Like the indoor soccer option in FIFA 
‘98, there are barriers to prevent the 
ball going out of play, although these 
ones are low enough for any ball over 

mew), ea 
goes in the 

5 
water, I’m not 

getting it. 

SN ell a 
going to do 
any sliding 
[Clee 

waist height to go flying into the 
crowd. 

The game features a smattering 
of real life ‘greats’, including 
Maradona, Lothar Matthdaus, and... 
Matthew le Tissier. Still, you can't 
have it all, can you? We'll bring you 
more news on Street Soccer's 
status just as soon as we get our Q 
hands on it. 

A Surely he can’t miss 
from there. No 
blasties though! 



che! dca 

ime to announce the latest 
i entry to the N64's cute racer 

stakes. This one features the 
kind of cars we all spent 

countless hours constructing on rainy 
Sunday afternoons, many moons ago. 
Of course, Lego is still going strong, 
and we'd probably still be playing 
with it if our wages would stretch to 
the kind of sums needed to buy one 
of those modern computerised Lego 
sets. But for those of us who can't 
afford to blow a month's rent ona 
toy, a £40 N64 game might be the 
next best thing. 

Lego Racers is set on 12 courses 
(plus one secret), with cars based on 

Brilliant new player models, and 
still all in hi-res mode. 

The memory Expansion Pak will be 
V used, but what exactly for? 

mies 

Cot 

#50 ROBINSON wrapped around their ankles. 

BL rt 

With a vast 
supply of Lego 
Ieee E14 
Neola (o] 

bit better. 
the traditional Lego worlds of space, 
pirates, mediaeval, and plain old We've seen 
vanilla towns. Winning races gives you those tyre 
more cash to spend in the Legotown marks before... 
car shop, and once you've AVA 

accumulated enough, you can woe are 
Pee buy extra add-ons such as AO 

weapons and improved 
engines. Being built of Lego, 
the tracks aren't as strong as ° 
real roads, so you can blast ; gay 
through the sides in certain , 
places to create shortcuts. 

The game should hit the 
shelves early next year, 
conveniently missing the Q @) 
Christmas rush. 

Rn mL a 
one Lego action for you. 
K & RYO GU [eo a elt 

e much of an upgrade. 

Quarter's back 
lS —— CLUB "99 

== 

t might not have played quite as well as EA's are 30 team specific playbooks built in, or you can take the 
Madden ‘98, but last year's QBC ‘98 sold by the best plays out of any of them and build your own. 
truckload in America thanks to its incredible Out soon, and clashing head to head with 
graphics and official licence. One year down the Madden ‘99. Q 

line, EA have beefed up Madden's visuals and struck a 
deal with the NFL, so QBC ‘99 might not have such an 
easy ride this time. 

But Acclaim haven't exactly rested on their laurels, and 
having played QBC ‘99, we can say it's definitely a massive 

improvement on last 
year's model. Visually, 

Cid me desta it's come on in leaps 
Pd P and bounds, and the 

; ae players now sport 
/SS-like levels of 
motion capture. 
Watching a series of 
tackles in the replay 
mode is almost like 

watching the real thing — the players 
push each other around, and they don't 
rebound for miles like they did in the 
original. Big running backs can even A Players really get stuck 
drag opposing defenders up the pitch, in, clattering each 

Col tg word 

The passing system has also been , : Side view never reall; 
improved, with the analogue used to workedithat well for id 
select which receiver to aim at. There 
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email: GameplayUK@AOL.com 

CGO PRICE! CHOICE! QUALITY! SERVICE! axrz- xz azz 
A DIVISION OF INTERACTIVE COMMERCIAL ENTERPRISES LTD 

THE WORLD’S MOST 

CONSOLES AT BRITAIN’S PRICES! GAMEBOY 
POCKET (CHOICE 

PRICES INCLUDE TO MOST AREAS IN THE UK OF COLOURS) 

N TABLE E RANTEE GAMEBOY 

Why NOT VisiIT 
OUR NEW 

WHICH 
HAS JUST OPENED 
IN AT THE COLLECT IT FROM 
ADDRESS ON THE ; YOUR DOOR AND REPLACE IT FREE OF CHARGE! We now alsp stock Gameboy apes 

ORDER FORM! PLease at the cheapest prices in th 
NOTE THAT THERE IS NO see ecececcceesecccecs Varoes SAVE MORE WHEN YOU BUY THE a aee country! Please ring for details. 

, AT THE SAME TIME AS A NEW 
“ORDER aU7 4 OnE ore £137.99 soesekcue £47.99 JOXPADS 

“oavant sn 3 E1799 op ane Joma mau 
FROM OU! ERSTORE. £129 99 "£7.99 OR FOR 
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BLACK, & YELLOW 

UK NINTENDO 64 GAMES 

EVERY 
ORDER! Please 

ee CompPETITION JOYSTICK 
E WITH AuTO-FirRE, 

Goldeneye F1 World Grand Prix Mario Kart 64 Banjo-Kazooie {SLOW-MOTION Bs: 1080 Snowboarding Diddy Kong Racing Super Mario 64 

1080° Snowboarding ... F1 World Grand Prix ... .£34.99 Micro Machines Rampage World Tour . . .£29.99 Penrect For 799 
Aero Fighters Assault ...£24.99 FIFA Road to the 64 Turbo ........... Robotron 64 ..... «+. £42.99 
Allstar Baseball ‘99 ....£36.99 World Cup............ £35.99 Mischief Makers .. San Francisco Rush ..... £27.99 “STINGRAY” SHAPE FOR 
Banjo-Kazooie ........ £40.99 Fighters Destiny ....... £26.99 Mission Impossible .... . £32.99 Shadows of the Empire . .£34.99 EASY CONTROL. LONG corD. 
Bio Freaks ............ £39.99 Fighting Force 64 ...... £29.99 Mortal Kombat4 ...... £39.99 Snowboard Kids ....... £33.99 
Blastcorps ...........-- £24.99 Forsaken............. Mortal Kombat Mythology Super Mario 64........ £40.99 JoypaD ExTENDER CABLE - 1.5M EXTENSION 
Body Harvest ......... £35.99 FZeroX ............-£34.99 Mortal Kombat Trilogy ..£39.99 Tetrisphere ........... £25.99 _ LEAD. ATTACHES TO Gun iaatiae 
Bomberman ...... siete etc 4O.9 Oe Crs S.P lo: clcisiicis s 0 icc e-sieleve £39.99 Multi Racing Top Gear Rally ........ : 
Bomberman Hero ..... .- £34.99 Goldeneye ........... £40.99 Championship......... Turok Dinosaur Hunter . .£30.99 
Buck Bumble .......... GT Racing 64 ....... Sie Mystical Ninja ......... £44.99 Turok2..... ve 
Bust A Move 2... Hexen (260.02 s22-. . £19.99 Nagano Winter Olympics £34.99 Virtual Chess - £39.99 
Chameleon Twist Holy Magic Century .. -£44.99 NASCAR Racing ‘99..... £45.99 Waialae Golf Classics .. .£34.99 
Chopper Attack ........ Iggy’s Reckin’ Balls ......£34.99 NBACourtside ........ £25.99 Wave Race 64 .........£34.99 
Clayfighter 63 1/3 ...... £24.99 Intl Superstar Soccer 64 . .£24.99 NBAHangtime ........ Wayne Gretzky’s Hockey £30.99 
Cruisin USA ...........£25.99 Int'l Superstar Soccer ‘98 £32.99 NBAPro’98 .......... £39.99 Wayne Gretzky’s 
Cruisin World ......... £34.99 Killer Instinct Gold ..... NFL Quarterback Hockey ‘98 ....... 222+ £36.99 
DaricRifficcicrs:o:siersroterel oor £31.99 Lamborghini 64 ....... £25.99 Club ‘98.............. £43.99 WCW vs NWO:World Tour£38.99 
Diddy Kong Racing .....£34.99 Lylat Wars & Jolt Pack ..£40.99 NHL Breakaway ‘98 ....£39.99 Wetrix ............... 
DOOM). 2 ct eos Bye 2 4 GO MACE ran oieis orcrelescie lo ols ore £24.99 NHL Hockey ‘99 ....... £45.99 World Cup ‘98 ......... 
Duke Nukem 3D .. . £24.99 Madden NFL 64 ....... £37.99 Off Road Challenge ....£39.99 WWF Warzone 
Extreme G ..... sistele rete Madden NFL ‘99 .......£45.99 Pilot Wings + £34.99 Yoshi's Story .. 
F1 Pole Position 64 ..... £29.99 Mario Kart 64 ......... £34.99 Quake .............. £27.99 Zelda 64 ............. 

LOGIC 3 1080° SNowsBoarDING SecrETS .£10.99 
FIRE VRF1 WHEEL & PEDALS RUMBLE PACK _ Biast Corrs UNAUT’D SECRETS . .£10.99 
TRUE ANALOGUE WHEEL COMPLETE 4 WITH TWIN BOmBERMAN 64 UNAuT’D SECRETS £10.99 

WITH FOOT PEDALS AND SPEED Dippy KONG UNAUuTH’D Secrets .£10.99 
CUSHIONED PROGRAMMABLE BUTTONS. | SELECTOR Doom 64 OrriciaL GAME SECRETS£E10.99 
INTERIOR, 

i <3 PARTITIONS AND 
Mm POCKETS, DURABLE 

4 P| LIGHTWEIGHT AND 
WATERPROOF. 

Special offer! Get £1 
off every drivin 

game bought at the 
same time! 

COLDENEYE SECRETS, STRATS & SOLSE10.95 
ILLER INSTINCT GOLD HANDBOOK £10.99 

AS ee Gene WITH LYLAT WARS SECRETS, STRATS & SOLSE10.99 
256KB MEMORY MaRiO 64 SECRETS, STRATS & SOLS £10.99 

N64 SECRETS, STRATEGIES & SOLS .£14.99 
SHOCKWAVE - Quake 64 UNAUTHORISED GuIDE £11.99 

UNIQUE SENSOR = SHADOWS OF THE Empire SECRETS .£10.99 
ADDS RUMBLE TO Turok OrriciAL GUIDE ....... 
ALL GAMES Yosui’s StorY UNOFFICIAL GUIDE £10.99 

All games pass a 10 part examination 
to ensure “nearly-new quality. 
All 2nd hand games guaranteed for 90 days 
Extremely competitive prices. KS 

1. Your game and packaging must be in 
ey condition and you must clean the cartridge 

efore sending it to us. All games are tested 
when we receive them. If your game doesn't work | allows most imported 
or the packaging is damaged, we will not buy it} games to be played on 
and you will have to pay £4.00 to get it back.| UK N64 consoles. Ring 
2. You must ring us before sending your game for more details. 
in to be given an authorisation number. 
3. You will receive a credit for the agreed 
amount which you may use against other 
games, either new or used. 
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Planet 64 Information 
Station is your one-stop- 
spot for tracking the 
release dates of 
unreleased titles, 
checking on the sales of 
those already out, and 
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are most eagerly awaited. 
a Mm em eel ree UUL 
your votes, or just 
include them in your 
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want to know what you 
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Official UK 
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Released: 7/97 

chart updates @ release list 
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[NCYT Issue 20 92% | Last month's chart position - 4 |[x|7 Issue 17 67% 
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ULTRA RELEASE LIST 
The latest information on every Nintendo 64 game currently in 

development world-wide, updated monthly. 
Easy to spot UK release dates. Just look for the titles in a dark blue bar! 
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blame Bandai. Nintendo, of 
course, have a lot to do with it 
too, but Bandai must be 
responsible for more of the 

buggers, and more variations on the 
theme, than any other company in 
the world. | am referring, of course, 
to handheld ‘games’ machines and 
their barely legitimate offspring. 

They've been around since time 
immemorial, at least in gaming 
terms, but even just 
concentrating on the most 
recent crop, we have the 
Tamagotchi, Pocket 
Pikachu, Lovegety, Sega 

VMS, Neo Geo Pocket and 
multitudinous portable 
fishing units. Whether 
designed with intent, or on 
a whim (the Lovegety, for 
instance, was the idea of a 
love-starved mate of one of the 
manufacturer's development team), | 

feel duty-bound to draw attention to 
this swelling wave of handheld 
menaces before it engulfs us all. 

MADE IN 
JAPAN 

Our man in Japan seems to have a 
loathing for Walkmans and small 
electronic toys... So what's he 

doing there, then? 

Are they just a flash in the pan, 
or will they, like the Walkman, endure 
and drive the more socially-conscious 
(or socially-out-of-touch) of us 
insane? Walkmans, wonderful in 
theory but sheer hell in execution, 
persist predominantly amongst the 
yoof, or self-obsessed music and 
fitness aficionados, and have 

consequently 
demonstrated 
what a complete 
misnomer the 

, moniker 
| ‘personal stereo’ 

really is and 
should have 
been called a 

‘private bomb’. 
j | mean, you may 

Y think you're 
enveloped in your own 

musical nirvana while the 
rest of the world carries on without 
you, but that tinny rat-a-tat noise 
that everyone within a mile radius of 
you can hear, has been clinically 

4 
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proven to drive, otherwise balanced, 
individuals totally mad. In a recent lab 
test with a hand-picked control group 
of 300 card-carrying members of 
Greenpeace, Amnesty and Friends of 
the Earth, 297 of them developed a 
near-hysterical desire to murder the 
headphone-toting laboratory assistant 
— one even got close enough to pluck 
off his eyebrows with her teeth. 

Continuing in this venerable 
tradition of non-personal, personal 
entertainment systems, Tamagotchi 

found a soft place in everyone's 
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spleen as owners answered their 
machine's constant demands by 
bleeping and harping at mind- 
numbingly irregular intervals (the 
secret of torture is never to 

establish a rhythm which the 
victims might get used to). And 
now, as if the human race were 

not close enough to destroying 
itself, Nintendo have released yet 
another instrument of torture; 

Pocket Hello Kitty. 
Sources close to the softco 

have assured me that, in the 
interests of continuity, Pocket Hello 
Kitty, (or Pocket Hell for short), will 
be sure to feature the exact-same, 
high-pitched beep of every 

handheld that has gone before it - 
that one which only dogs and, well, 
everyone else too, can hear. Hello 
Kitty, for those still fortunate to be 
blissfully ignorant, is a small white 
cat which has practically the entire 
female population of Japan, 
regardless of age, held adoringly 
captive in its vice-like paws. No 
blue-collar office in the country has 
escaped unscathed, with grown 
women (including those the wrong 
side of 30) excitedly buying 
stationery or cuddly toys featuring 
the fluffy white feline. Repeat after 
me; cute white cats are the 

work of the devil, cute white 
cats are the work of the devil 
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CESA (Computer Entertainment Software Association) have published their 
annual white paper on the games industry's financial performance for the last 
financial year. It will come as no surprise, then, that revenues for both hardware 
and software companies are well up on last year for domestic sales. What was 
interesting to note, was that sales of second-hand software was down on last 
year, accounting for only 19.3% of all software sold, compared with 25.3% in 
the previous year. News that will no doubt please the emerging softco cartel 
here in Japan, which is desperately attempting to ban sales of used games 
completely. The strength of Sony's success shone through in the report too: the 
PlayStation outsold the N64 on a ratio of nearly 5:1 (5,400,000 units against 
1,190,000) and the Saturn, despite being beleaguered in the States, nearly 
matched Nintendo sales, selling off 970,000 machines. 
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\ Nintendo guru Yoshio Hongo, in response to a question 
from a reader of a Japanese gaming magazine, confirmed 
that owners of the new Game Boy Colour will be able to 
use the built-in infra-red port to communicate more easily 

\ with pals’ machines than if using the normal 
\ comms cable. Players will be able 
\ not only to send saved data 
Macatee a4 
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also to play against each 
other over the airwaves too. 

Whether the infamous IR time-lag will be an 
issue or not remains to be seen. 

SE or acme e-em Ole 
the moment at least, going 
to have to wait a long time 
to see DMA Design's, Body 
Harvest. Possibly forever, in fact. Hongo-san, in the 
same magazine interview (see above), noted that, being 
a UK-developed title, the N64 bug-fest will not be 
picked up by Nintendo of Japan, nor have any other 
publishers stepped forward to take it on, as yet. So in this 
case, no news is bad news. 
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N64 Magazine's Special 
Investigations can take 
us all over the world 

gathering information on 
the latest Nintendo 
eee melo 
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the unveiling of a superb 

new driving game. 
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arrive sometime late | : 
November and it will chan 
way you think about driving. 
Easy! Right! Maybe! It's... 

celebration in our office. After all 
what we really want, and what the N64 
most deserves, are brand new games 
tailored for our console’s super-powered 
processors. 

However, with V-Rally, we are prepared 
to make an exception. Programmed by Eden 
Studios, the game was the first to put 
rallying on the PlayStation map and has sold 
over two million copies around the World. It 
squared up superbly 
to the Saturn 
conversion of, 
probably, the best 
rally arcade game in 
the World (Sega 
Rally), and pushed 
the PlayStation to 
the limit of its 
graphical capabilities. 
More than all that, 
though, it was really 
good fun. 

Infogrames’ 
decision to port the 
game to the N64, 
and make 
improvements to it, 
is evidence of their 
increasing 
commitment to 
Nintendo (meaning 

he news that a PlayStati 
is getting an N64 conversion, is them in the future). It also illustrates the 

cunning realisation that there is currently 
almost no competition for it. The quality of 
Eden Studios’ conversion ensures that the 
N64 gets the best possible version of the 
game, and it'll knock the other N64 car 
racers (Top Gear Rally and, er, San Fran 
Rush) for six. 

Infogrames decided to show us how 
real-life rally experiences had gone into the 
making of the game. And really, it would 
have been rude of us to refuse... 
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MOTOR SHOW '98 
There are three classes of 
rally car available in V- 
Rally 98. 

WORLD RALLY CARS 
Similar to the FIA ‘Class A’ 
cars, these beauties are 
highly modified specialist 
machines which share only 
their basic shape with the 
production cars they take 
their names from. All are 
four-wheel drive and all 
have two litre, turbo- 
charged engines. 

In the familiar Castrol 
colours, the Corolla is the 
follow up to Toyota's 
World-conquering Celica. 

Vile name, but one of the 
most successful rally cars of 
recent years. 

Looks: anonymous. Moves: 
like a laser-guided Cruise 
Missile. 

The final year for Ford's 
most successful name. But 
what a model to go out on. 

KIT CARS 

These cars are similar to the 
FIA's ‘Class B' category and 
bear a much closer 
resemblance to their on- 
road cousins. They're all 
two-wheel drive and have 
two litre, 16-valve, normally 
aspirated engines. 

Not as beautiful as the 
Pinifarina-styled coupe but 
a pretty good choice 
anyway. 0-60 in 6.8 secs 
and good handling. 

It talks your language? 
Maybe. 0.1 of a second 
slower to 60mph than the 
Peugeot, mind. 

start here 

V-Rally 98 (the V stands for ‘Virtual') is based on the FIA World 
Rally Championship which this year comprises of eight rallies in 
eight different countries all over the World. However, as the 
game uses fictitious courses, locations and driver names, it 

manages to avoid paying Bernie Ecclestone’s organisation a big 
pile of money in licensing fees. Clever, eh? 

You can play the game as championship simulated racing in 
eight countries over a massive 52 special stages (using the 
game's 30-or-so different tracks with a variety of different 
weather and light conditions), or you can leap around and about 

Each of the eight locations has their rallies divided into three separate stages. Unlike real rallies, where you just go for the 
best time on a stage, there are three other cars to drive against at once. It takes the edge off the simulation aspect of the 
game but adds to it enormously when you're trying to squeeze past the enormously aggressive CPU cars. 

Round 1: INDONESIA 

It's jungle time. Slap on the mosquito repellent and hope to 
avoid the trees 
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Set in Northern Spain's Catalan region, this rally sends you 
speeding (without due care and attention) through tiny villages. 

aes poy 
ae 

meer i 
Preven 
Ean 
SAFARI 
erin) 
Pree rety 

rrr 
era) 

Ore) 
SCE) 
Ea) 
Oa 
ea 

PTR ad 
P06 

TNT TITS OTE 
ae 

Round 2: ENGLAND 

It's cold and wet out on the moors — July in Yorkshire, 
probably — but this is a classic asphalt and dirt rally. 

; nec crsmuepy 
By 

ae 
Cy 
on 

rn 
re) 
Bees ee 

Ded 
BUT 

SLs 

Sa] 

sie aero) 
yy Te) 

CNTY) es TART AIS 
(LO Die 

Round 4: SAFARI 

Another change of continent brings you to the red savannah 
plains of Kenya. Oi you! Put that spear down! 

; oo eer Ct) 
PM brace 1 

SOLEIL) 
ry heal a} 

Pai ae) 
SAFARI 
ra 

eee 
eed 

Ea) 
ayant 
Ce a} 

on 
ere) 

oe 



in the arcade mode for more immediate thrills. 
Each stage in each country can be time attacked 
(with the help of a ghost car) and there's also a 
split-screen, two-player mode for those 
essential head-to-head battles with a friend. 
Those are the basic options - let's break things 
down a bit more... 

Round 5: CORSICA 

Napoleon's birth place and island of a million rocks, most 
of which seem to be in your way. 

Across to the other side of the World to contest this one. Dirt 
tracks with mountains in the distance. 
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Round 7: FRANCE 

Set in the alps, the French rally throws snow, ice and some 
filthy hairpins at you. 

8: SWEDEN 

Driving on snow means re-thinking everything you've learned 
about driving in V-Rally. There's plenty of the white stuff here. 
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A low top speed cripples 
this car for serious racers 
but the handling makes up 
for that. For learner drivers. 

Similar in style and feel to 
the Nissan with almost as 
irritating a name. 

No, don't laugh — they're 
made by Volkswagen now 
and if handling’s more 
important that top speed 
this could be the car for 
you. 

A newie to the ranks (since 
the PSX version). Front- 
wheel drive, good handling 
— one of the original boy 
racers. 

A rally favourite and the 
fastest of the kit cars on 
offer. 

If advert quality was any 
indicator of performance, 
the Almera would be a clear 
wooden spoon contender. 
It's not, though, and the 
Almera can hold it's head 
up with the rest. 

We saw three but there 
maybe more in the final 
version of the game. We 
won't spill the beans just 
yet, but, suffice to say, there 
are some all-time rallying 
greats hidden as reward for 
winning the championship. 



EXPERT HELP 
If you're not a keen 
motorsport fan, the name 
Ari Vatanen may not mean 
much to you. If you are a 
rally fan though, you'll 
know that the ex-World 
Champion is one of the 
living legends of the sport, 
a multiple winner of the 

Paris-Dakar rally and still, at 
the age of 43, one of the 
fastest drivers in the sport. 

When Eden set about 
designing V-Rally, they 
enlisted Ari's help in 
playtesting the game and 
making suggestions about 
the way the cars should 
handle and how the game 
as a whole should play. His 
help proved invaluable, 
allowing the studio to 
balance the fun side of 
gaming with a more serious 
rally simulation aspect. 

EVEN BETTER THAN 
THE REAL THING? 
Why launch the game in 
Finland? Two reasons. 
Firstly Infogrames were the 
official sponsor of Ari 
Vatanen's Ford Escort in the 
Finnish stage of the World 
Rally. After we'd had a 

chance to play the game, 
we went to the rally and 
watched Ari drive his 
£100,000 Ford, at speeds 
normally reserved for jet 
planes. Secondly (once the 
rally was complete), Ari 
allowed us to co-pilot his 
car as he took us for a spin 
around a lap of his own 
private rally school in the 
far east of deepest, darkest 

Finland. Having 
played the game, 
we now had the 
chance to 

Welcome to the first special stage of the British Rally. Three... Two... 
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-Rally was a very impressive 
PlayStation game. V-Rally is 
now a very impressive N64 
game. 40 circuits set in 

graphically diverse and intricate 
environments with car handling and 
control to die for, all add up to great news 
for N64 owners who've so far had their 
patience tested waiting for a top quality 
driving game. 

The most impressive aspect of V-Rally 
is something that can't be seen in the 
screenshots. The way in which all the cars 

handle is an area of the game that's clearly 
had a lot of time and love lavished upon it 
by Eden Studios. Rear-wheel drive cars 
have their back ends slipping out on 
corners and, failure to correct by steering 
into the skid, leads to a realistic spin. 
Front-wheel drive cars pivot around, their 
front wheels scrabbling for grip, and the 

four-wheelers can drive in beautiful, 
slightly sideways power slides. 

Braking and acceleration is based far 
more on a real car's characteristics rather 
than the super-mechanical prowess of 
most video game racers. If you want to get 
safely around a corner, you need to brake 
at a realistic distance from it, and leave 
time for your car to slow to the correct 
speed. Likewise, you can't expect the O- 
100mph times of an arcade racer like San 
Francisco Rush, or to be able to sail past 
competitors using a magical speed 

advantage. It's as much about skill and 
judgement as it is gung-ho, all or nothing 
control. 

The computer cars in the game are a 
fine addition as well. There aren't many of 
them (four in single-player and three in 
two-player), but they drive intelligently 
enough to give you problems. Even when 
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you are safely past them, bad driving on 
your part will allow them to home in and 
attack from behind, nudging your back 
bumper and, quite often, pushing you off 
the track completely. 

The Championship structure in the 
game is clever too. For one thing, it's as 
near to a real rally championship as you'll 

V-Rally offersithe chance of two-player head-to-head racing, 
although unfortunately»there’s no three or four player modes. 

In the split-screen formatyou can choose either a vertical or 
horizontal split)-the*road side track detail/is kept pleasingly high, 
and two computer cars-are kept in the race’to,spice things up a 
bit. The development cart\we playedwas a bit sluggish in two- 
player, but Eden are hoping to up the rate to.about 20 frames per 
second by the time the game's ready for release. 

PLOBSEST. 

Req Leloks 
narrow side 
borders to 
the game 
cyan 1-00 

Arcade mode includes [> 
two other cars for you 
both to race against. 

Player Two’s not in great 
shape but Player One's 
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PROBES 

ever need to get — what 
with the real championship 
changing its structure and 
tracks every year, there's no 
need for Infogrames to shell 
out for the official licence, 
unlike say a Formula 1 
game. Secondly, it's allowed 
Eden to legitimately work in 
different weather and road 
conditions without the 
whole thing feeling 
contrived. What Top Gear 
Rally did (allowing you to 
re-race tracks under 
different weather 
conditions) was a good 
gameplay touch but racing 
through the snow in a 
jungle did feel just a tiny bit 
stupid. 

Weather aside, different 

stages have their own 
unique characteristics, and the hilly and 
narrowly winding roads of the French Alps 
are a world apart from the wide open 
asphalt and sand of Spain. Looking at the 
level of detail there is to enjoy as you 
speed though the courses, you wonder 
how first-time N64 developers Eden have 
managed to pack in so much, when some 
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of the more experienced developers — 
those behind Top Gear Rally and Multi 
Racing Championship, for instance — 
produced good games, but ones that 
ended up looking a bit drab and brown. 

If we have a criticism of the game at 
this pre-review stage, it's the pop-up that 
occurs on some of the tracks. Let's make 
it clear right from the start that this 
clipping happens so far on the horizon, 
there's no danger of it crippling the game 
in the way that it does in Off Road Racing 
or Cruis'n World. However, when we had 
a look at the PlayStation version (complete 
with the PSX's trademark warping 
polygons and strangely squat cars), the 
pop up wasn't there at all. Hopefully, it's 
something that last-minute optimisation 
will allow Eden to correct — it would be a 
pity if such a good game was blighted in 
any way. 

V-Rally will powerslide onto the N64 
some time in November, all being well, 
and we'll be there with the definitive 
review. Its main competition is likely to be 
Top Gear Overdrive which has far fewer 
tracks but can boast a four-player mode. 

In the meantime we'll be practicing 
handbrake turns in the car park and 
churning up the garden in Tim's shiny 
new Micra. 

November 1998 

experience first 
hand what the 
game was trying 

to simulate. 
So how does 

computer rallying 
compare to the real 
thing? Well, travelling at 
135mph over roads 
with the consistency 
and grip of a freshly 
ploughed field is 
certainly exciting (as 
long as a World 
Champion rally driver is 
behind the wheel) but if 
you haven't got one of 
those around, V-Rally 
makes a considerably 
less dangerous and far 
more economic solution. 
And besides, Finland's a 
long way to go for the 
AA to drag you out of a 
hedge. 

MADE IN BEEN 
Eden Studios are the 
creators of V-Rally. 
Founded in 1997, the 
studio is based in Lyons 
and has 20 people on 
the full time staff list. 
Since completing V- 
Rally, Eden have 
concentrated on re- 
programming the game 
for the N64 and 
producing a slightly 
updated version for the 
PlayStation. There is a 
sequel planned for the 
PlayStation, and we'd 
imagine the N64 will 
get one eventually as 
well. 
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Our presence is just one 
way of saying that Nintendo 
are determined to maintain 
and grow their market share 
against Sony in 1998, using 
games such as The Legend of 
Zelda and Perfect Dark. We 
think we can do much better 
and narrow the gap in the 
years to come. 

N64 Translation: Nintendo have set up 
Nintendo Europe to allow games 
produced over here to be approved for 
production here in Europe. Before, 
they had to go to NCL - a costly and 
time-consuming process. Now that 
games are easier to publish, we should 
hopefully see a lot more in 
development. 

N64: This Is obviously great news for us 
in the UK. Will it also mean that games 
are released here at the same time as they 
are in Japan and America? 

| think the gap will close considerably. In 
some exceptional cases the situation will 
remain the same — for example, we didn't 
have time to release 1080° Snowboarding 
to coincide with the European skiing 
season so we had to wait until October of 
this year before releasing it. However, for 
the majority of releases — for games like 
Rogue Squadron or Zelda — the games will 
get a European release at almost exactly 
the same time as America and Japan. 

N64: All of us are desperate to get our 
hands on Zelda 64. Given the amount of 
time it's been in development, the delays 
and the sheer amount of hype that it’s 
gathered along the way, do you think It 
can possibly live up to our expectations? 

A\ The F-Zero portion 
Cem rhea lod 
stand sported the 
very first English 
translation. Top! 

A journalist for the Washington Post put it 
pretty well after he'd seen the game at a 
press conference in Redmond (Nintendo's 
American base in Washington State, near 
Seattle — Ed). He described Zelda 64 as the 
“Gone with the Wind of videogames”. 
And that is precisely what we think it is; 
it's a masterpiece by a master, it 
represents a tremendous leap in creativity 
and, when gamers play it, they'll see that 
it sets a very, very high quality standard 
for everyone else to compete against. 

It's a ‘Gone with the Wind’ game in 
the sense that people still watch Gone 
with the Wind now — a film released in 
1939. I'm not going to sit here and tell 
you that people will still be playing Zelda 
in 60 years’ time, but | think it will be a 
seminal game and one that is deserving of 
all the hype it has received. If anything, 
the people who played Zelda at the 
conference thought that our projected 
sales figures - we want to sell at least two 
million copies of the game in the US 
between November 23rd and December 
31st — are too conservative. 

It's going to be a great game. And the 
English language translation is first class. 

N64: And will it definitely be in the shops 
in time for Christmas in the UK? 

Yes, definitely. We haven't got an official, 
official date yet, but | have every 
expectation that it will arrive somewhere 
in the last week of November or the first 
week of December. 

N64: Looking back at the history of the 
N64 and its launch, with hindsight, do 
you think that Nintendo could have 
handled things any better than they did? 

Yes and no. ‘Yes’, to the extent that we 
could and should have got games 
development systems out sooner and we 
should have anticipated that it would be 
very, very difficult for game developers to 
make the transition between 2D and 3D. 
This was made worse by the tremendous 
leap in quality made by Super Mario, and 
the enormous distance it required people 
to make up. 

‘No’, in the sense that both in Europe 
and the US we did a nice job of launching 
it. The numbers sold were very impressive. 

PAL DELAYS 

THE 64DD 

In the US, for example, 
we went right past Sony 
and finished 1997 neck- 
and-neck with them on a 
total installed base 
cumulative for 1997. 
We were hurt in 1998 by 
a dearth of top quality 
games. 

We did a good job of 
launching it, getting it 
into people's homes but, 
whatever concerns 
gamesplayers have or 
had about the lack of hit 
N64 titles this year, are 
going to be eliminated 
when they see the sheer 
quantity of brilliant 
games due out this 
Christmas and shortly 
afterwards. 

But I'll tell you this 
as well, one of the 
reasons that there hasn't 
been so much software 
was due to the deliberate decision by 
Nintendo to hold back games that we 
could have launched in order to perfect 
them. This includes games like Banjo- 
Kazooie. My prediction is that there will 
be more Rare-developed games on the 
market in 1999, than in any other year to 
date. Perfect Dark, Jet Force Gemini, 12 
Tales: Conker 64, as well as others 
including Donkey Kong 64. 

NOIACHHENMN  wissae l’y\) 
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Nintendo over an 
alleged infringement 

of the copyright on their 
film King Kong, Lincoln - 
together with a New York 
lawyer John Kirby* — made 
a brilliant defence for 
Nintendo, so good in fact 
that the MCA ended up 
having to pay out 
themselves — a cheque for a 
cool $1.8 million. 

After his success 
against MCA, Mino 
Arakawa asked Lincoln to 
leave his law practice and 
come to work for Nintendo 
full time. The men had 
become firm friends and 
Lincoln joined the company 
as Senior Vice President. 
Over the years he has 
become absolutely central 
to Nintendo's US operation 
and is now in overall charge 

N64 Translation: Donkey Kong is 
definitely in production at Rare then. 
We knew it was but they refused to 
confirm it. Nintendo still keen on their 
Quality over Quantity policy. If only 
we’d remembered to ask them about 
Cruis’n World/USA. 

N64: Have Nintendo made the decision to 
release more development tools to the 
programming community? Are we going 
to see games from new developers? 

Yes. Those developers who supported the 
N64 from the start made a huge amount 
of money. As the installed base grew, all 
of the third-party publishers saw a more 
compelling reason to support the 
platform. We did cut a deal with EA that of the company’s most 

ensures that coe arm of the 
we will 
have all of 
the key EA 
sports titles 
on the N64 
and now 
we're 
seeing good 

* later had a series of 
games named after him. 

Go! & 
GO! 
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Vi an el | think that if anything, the support from third- Zz 
party publishers which was tentative at the rs | beginning, is very, very strong right now. 
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Legend of Zelda and 
also pretty handy when 
Martin goes out ona 
Saturday night. Yep. 

») Lincoln on... 

| think it will be a seminal game and one 
that is deserving of all the hype it has Ue ate aaa al Aig ram cee rel A 

received. And the English language 
translation is absolutely first class. 



have to do it as part of the successful 
launch of the Pak. For one thing, we don't 
even have a proper name for it. At the 
moment it's a 4 Megabyte Expansion Pak. 
Which isn’t very catchy. 

N64 Translation: A hurried launch, 
then, but from what we've seen of 
Turok 2 and the RAM Pak, it can’t fail. 

N64: A lot of the games that N64 readers 
are looking forward to most are coming 
from Rare - with the exception of Zelda 
and F-Zero of course. Do you think that 
Nintendo are relying too much on the one 
company? 

No. We've made a significant financial 
investment in Rare and they've produced a 
series of blockbuster games. We've also 
made investments in other third-party 
developers — some of which are public 
such as Left Field in the US, and some of 
which we have not revealed for various 
reasons. And, in Redmond, we've formed 
an N64 technology company who are also 
going to be creating games. 

This doesn’t mean we're hedging our 
bets, or reflect in any way on our 
relationship with Rare, which is very 
positive. We just want lots of creative 
talent in lots of places. 

| have to say though, Rare have been 
a very good and very wise investment and 
they're a great company to work with. We 
share the same vision of the videogames 
industry of the future, and the same 
commitment to quality. 

On the other hand, | don’t think there 
are many companies that would've been 
as patient and understanding as Nintendo 
were when Rare said “I'm sorry the game 
simply isn't ready yet". That's what 
happened with Banjo and GoldenEye but 
we gave them time and look what we 
eventually got out of it. 

N64: You've spoken already about the 
advantages cartridges have over CDs 
when it comes to piracy. When it comes 
to programming, though, are you still 
happy that developers can fit brilliant 
games onto a cartridge? 

Oh yes. Absolutely. We haven't made a 
decision on what the software medium for 
our next generation console will be. We 
can't say yet whether it will be cartridge 
or not. What | can tell you is that we will 
spend a lot of time, money and effort 
making sure that there will be no private 
piracy of our games. I’m not sure that we 

can afford to hire the professional 
commercial counterfeiters that the Chinese 
government use to help us, but that is a 
possibility. Whatever the medium is, 
though, we're not going to allow it to be 
copied on any street corner. 

N64 Translation: Nintendo are 
convinced enough about carts to 
consider using them in their next 
console, then. 

N64: While the N64 has lots of brilliant 
games, it's notable that apart from the 
ones supplied by NCL themselves, none 
have come from the big Japanese 
developers. What do you 
think Nintendo can do to 
persuade giants such as 
Capcom, Square, Namco 
and the like to support the 
N64? 

| think ultimately, whether 
in Japan or anywhere else, 
publishers will support 
platforms that have a 
growing installation base. | 
think that we will 
gradually see companies, 
like those you mention, 
lending their support to 
the N64. 

In Japan, Nintendo 
have noted the Pokemon 
phenomenon and are 
attempting to build on the 
situation with games like 
Pokemon Stadium. The 
idea is, once we can 
increase the size of the 
installed base of N64s in Japan, other 
publishers will start to support the system. 

The fact is, third-party publishers do 
not produce games for a console unless 
that console is viable and growing. | don't 
care what they (the publishers) say, or 
what Bernie Stollar (Head of Sega US — 
Ed) says they say. | know, for a fact, that 
this is the case. 

Our job in any market is to get that 
market to grow and Pokemon Stadium is 
doing that very nicely in Japan right now. 

N64 Translation: Pocket Monsters is 
essential to Nintendo. If they can show 
Capcom etc. how much money there is 
in N64 games, then these Japanese 
third parties will hopefully hop on 
board - bringing with them games like 
Resident Evil and Final Fantasy. 

N64: Are Nintendo worried about the 
appearance of Sega’s Dreamcast system? 
Do N64 owners have anything to fear? 

! wouldn't call it a serious threat. Sega are 
a major player in the videogames industry 
but | would only regard the Dreamcast 
itself as a threat once it has an installed 
base. And this is only going to happen 
when we see whether or not Sega are 
capable of making first class, hardware- 
selling software, without relying on 

RAM EXPANSION 

anybody else. If they can do that, they 
have a chance. If they can't, they don't. ‘ ‘ 

Nintendo’s slightly- 
more-impressive 
presence at this 

V year's ECTS show. 

N64: What are your favourite games at 
the moment? 

I'm not an avid gamesplayer, but I'm 
continuing to play Tetris and I've fallen in 
love with the Colour Game Boy. On the 
N64, | loved GoldenEye, but my favourite 
was Super Mario 64. /t introduced me to 
the analogue stick, and for the first time | 
actually felt like | was in proper : 
contro! of what | was doing in a 
platform game. 
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N64 SPECIAL INVESTIGATION 

Te st a 

Link’s treehouse. This 
is fact. Yes. 

A Little Link walks 

A eiscem ania 
approaches the giant 
king frog. 

ad 

P 4 Looks nothing like a 

Fd 

frog, mind. Except to 
Wil. Who's never 
seen one. 

Link meets an inhabitant 
Cola Za cee 1) ee 

And then he climbs off. 
. Vv le iee Mui 

Walk up to the sign and press A to 
ais V read what it cen “t 

3 
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ed Look at the size of this, eh? 
Remember, when it comes to 
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So. me 
Te eM elm ad 
think is a shop 
keeper. Not 
promising, mind. 
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earth is this? It’s ow 
commendably big, 
though. a 

<{ This is a shot from 
toma delete 
section playing at 
Space World. 
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OR ECON CMTE: EU 
| then. The Legend of 

Zelda: Ocarina of Time 
71h la Oo) 

Friday 27th November (making a 
fantastic birthday present for 
James) or arrive on the following 
Friday — the 4th of December. 
Don't believe us? Think Nintendo 
PUM lolol Mm Com TTL MUL m lee e tc 
Fue mel eeme (met Suc 
delaying trick? Turn back a couple 
Oa rer Um RUM CCM Cvs 
from Howie Lincoln's lips. It 
seems, this time, it's really going 
Mr) Xn 

And Howard is a man of his 
word. Like a latter-day Father 
Christmas, if Nintendo are having 
difficulties delivering the present 
that the entire N64 world wants, 
then he'll probably roll up his 
sleeves himself and start dropping 
crates of carts down the chimney of your local 
games shop. Zelda is the game that every N64 
owner has been waiting for, the game that will 
- like Mario 64 before it - redefine why we all 
love and play video games. And it will be here 
to keep EastEnders and the Queen off the TV 
on Christmas day, and ensure that hundreds 
and thousands of Advent calendars get 

forgotten in the days leading up to it. 
Quite good news then. 

sem emo) tag ae TeLA 
ee ae Wailic elmira 

title we've been 
writing about and printing 

screenshots of since the very first issue of N64 
Magazine (March 1997 — turn back to it if 

you've got a copy), 
all mart er-\eh me) 
Fic ar ane) 

yet seen. But as these 
latest pictures direct 

from NCL (Nintendo of 
Ae eee mee 

be truly vast because even 
now it's hard to pick out too 

many areas we've seen before. It's 
also great to note how the graphics 

€ have been steadily improving since those 
first shots of Link standing in a very empty 
town or being attacked by rudimentary 
skeleton warriors. 

English language versions of Japanese RPGs 
have often proved to be a sticking point for 
European gamers, especially those of us rather 
less in love with the ‘cool dude-isms' of many — 
American-influenced — translations. The most 
recent of these crimes against language was the 
American release of Quest 64 (Imagineer’s 

The Legend of Zelda 

NINTENDO 

(j= 27th November | 22% Ears ee 
23rd November 

TIME 
LaF UKe] at 
finished Holy 
Magic 
Century). Here, the game's medieval hero was 
called ‘Brian’, and spoke (along with the rest of 
the cast) like a present day resident of down- 
town Chicago. 

The word on Zelda's translation, though, is 
that with the European and American markets 
now far more important to the N64 than its 
traditional Japanese consumers, Nintendo have 
invested a good slice of wedge in the game's 
wordage, helping to ensure that their fifth 
Zelda game to date has a script worthy of its 
gameplay. This was confirmed — to a certain 
extent — by the comments and opinions coming 
out of a games summit held at Nintendo's 
American base in Redmond. The leading 
American journalists who were invited were, of 
course, bowled over by the look and feel of the 

NOLLWOLISIANI TWidsas VON 

game, but also found time to comment on the 
quality of the script. 

Since The Legend of Zelda first went on 
show to the public back in November 1997 at 
Nintendo's Space World show in Tokyo, no 
other game has excited so much interest. Meta/ 
Gear Solid might be taking the plaudits on the 
PlayStation right now, but when we come to 
look back on Christmas 1998, the clear winner 
Nil etal (e 8 

At whatever time you read this, there won't 
be more (by our calculations, anyway) than 65 
days until the release of the greatest game the 
World has ever seen. Until then, enjoy these 
new pictures. 

to} Be 
GO! 
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a motes San Send vour completed entry forms to: 

Over the next few months, you'll start to see Ze/da 
game packaging appearing in shops like HMV and 
Electronics Boutique. The idea of it is to advertise 
the game's imminent release. It's hard to believe 
that The Legend of Zelda is actually about to come 
out after almost two years of waiting, but if you 
don't believe us, these boxes should be all the proof 
you need. 

As a special tie-in with Nintendo, N64 Magazine 
will be sponsoring these pre-release boxes. If you 

The Questions 

pick up one in your favourite game store, you'll 
notice that the box has been given over to a short 
N64 Magazine preview of RVers eicerya 
masterpiece, as well as a special codeword that you 
can use to enter the exclusive competition below. 
Without this word, you can't enter the competition, 
and without the competition you won't be able to 
win one of ten copies of the game we have to give 
away — each along with a free year's subscription to 
N64 Magazine. 

Box Clever g : Z 
rH Magazine If you've been keeping up with the Zelda saga up ‘til now, these won't be too much of a problem for you. 

h The answers are all to be found somewhere in this issue of N64 Magazine, though, if anything's slipped 
30 saga Street renee 

= How many Zelda games have there been, not including The Legend of 
BA1 2BW 

Zelda: Ocarina of Time? 
When was Zelda 64 first shown to the public? 
Where is Nintendo's American base? 
Viet mime mL em NL Ueto (dla ee 
What is the special codeword printed on the Zelda special in-store 

promotional game boxes? 
O cut out and send 

The great Zelda giveaway 
Ha! Your evil plan to make this competition difficult to enter has 
proved a poor test of my knowledge and cunning. 
Here are the answers you demand... 

Name 

I'm feeling in a tardy mood and by ticking this box, | can ensure that my name will 
not be used to receive special information from N64 Magazine or Nintendo. It's 
entirely up to me, you know. 

And you can send my prizes to: Please photocopy or draw out this entry form on a sheet of paper if you do not wish to cut your magazine. 
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Mystical Ninja : 99116) Allyway £9.99 

04228 Nagano Winter Olympics £44.99 03510) Animaniacs £19.99 

Ossi) NHL 99 £54.99 ( | og803} Casper £19.99 
05343) Micro Machines 64 Turbo CALL 92717) Donkey Kong Land £19.99 

04546) Olympic Hockey £29.99 01983) Donkey Kong Land 2 £24.99 
01902) Pilot Wings 64 £39.99 03820) Donkey Kong Land 3 £24.99 
05012) Rampage World Tour £44.99 42522) Dr Mario £9.99 

05010) Robotron X £34.99 42569) F1 Race £12.99 
01903) Shadows of the Empire £39.99 03080) Game & Watch Gallery £19.99 
05918! Silicon Valley £49.99 D> | (90263) Game Boy Gallery £9.99 

O90 Super Mario 64 £49.99 42503) Golf £12.99 
02605! Super Mario Kart £39.99 05278) International Superstar Soccer £19.99 

04307) Tetrisphere £29.99 04178) James Bond 007 £24.99 
03774) Top Gear Rally £39.99 03114) Jurassic Park £14.99 

05333 | : ; 
F1 WORLD GRAND PRIX 0888) Turok the Dinosaur Hunter £34.99 02984) Kirbys Dreamland £12.99 PCs 

THIS MONTH ONLY aoa \irwal chess £49.99 Wz Lemmings £19.99 
W.C.W vs N.W.0 £49.99 | (69989) Mario & Yoshi £9.99 nN 
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GH Chameleon Twi £79 99 ody Harves : 68122) Warioland => @) £19.99 most major credit/debit cards. 
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03903) Diddy Kong Racing £39.99 : 2 04577) Warioland3 (ae fee £19.99 — Uk mainland (excluding N Ireland, Scottish 
G38 Duke Nukem 3D £39.99 05517) Starshot: Space Circus Fever £44.99 02457 Waverace « £9.99 Highlands and Islands etc) NEXT day. 
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04737, Forsaken £54.99 260%) N64 Controller — blue (official) £19.99 ab te Te ON it ANY ORDER OVER £30 — 

03653! Goldeneye £39.99 | 92602) N64 Controller — black (official) £19.99 5162) Game Boy Grey + Super Mario 1 & 2 £59.99 FREE 
04735 GT 64 £49.99 | 9599) N64 Controller — red (official) £19.99 03655!) Game Boy Pocket + Waverace/Metroid£59.99 GUARANTEED 

WHAM International Superstar Soccer 64 £29.99 | gaeog) N64 Controller — green (official) £19.99 Oana] Game Boy Pocket Silver + Tetris £54.99 NEXT DAY DELIVERY 
05337) International Superstar Soccer 98 £39.99 2600) N64 Controller — yellow (official) £19.99 03027] Game Boy Pocket Blue £44.99 On orders under £30 there is a charge of 
05015: Kobe Bryant — NBA Courtside £29.99 | i904) N64 Controller — grey (official) £19.99 03025] Game Boy Pocket Red £44.99 £3.95 for postage and packing 
03412) Lylat Wars + rumble pack £49.99 03654) N64 Rumble Pack (official) £14.99 03030] Game Boy Pocket Clear £44.99 ine Senin Dae, 
Ooo! Madden NFL 99 £54.99 ED | 05190) N64 Deluxe Carry Case (official) £9.99 03028] Game Boy Pocket Yellow £44.99 PRICE PLEDGE 
03997) Mischief Makers £29.99 | (A008 Datel Action Replay £34.99 03026] Game Boy Pocket Black £44.99 SOURCE, CHECK THE LATEST PRICE 
05334 Mission Impossible £39.99 | The ultimate cheat cart for the ultimate gamer. Pre-loaded with 04607) Game Boy Pocket Pink £44.99 AT GAME ON TEL: 01604 700701 
04273, MK Mythology £39.99 thousands of the hottest game codes,and easily programmable with 
03339) MRC £29.99 | new codes. ‘Play to win never to lose’. GAME BOY ACCESSORIES 

| (040049 Datel 4 Meg Memory £24.99 67649) LMP Zip bag for original Game Boy £7.99 Piss and oscil ce attic 
eee ; si lle ee £39.99 G451] LMP AC adapter for original Game Boy £4.99 ee ee 

lay any Game Boy® game Tull screen on your PlayStation. ote . fs - avn, at o ail 

ae vs snk all games Fetidng Soper on Boy titles, Ga5951 LMP Light magnifier for ong. Game Boy £6.99 weed ve de font be gah 4 : 
and with its unique colour palette system you can add colour to usual 02101 LMP Game Boy pocket AC adapter £6.99 prc spetcatins are weds aide oy Presi dard 

may vary from the UK. E & OE. 
black & white graphics. GameBooster also includes a built in game 
and Action Replay cheat cartridge with thousands of cheats for 
hundreds of the greatest Game Boy games. 

05152) Access Line Shock plus 1 Meg Memory £14.99 

05223) Joytech Rechargeable Jolt Pack £14.99 
05224) Joytech N64 Extension Cable £6.99 | Subject to the terms and conditions listed below: 
03566) Race Leader Steering Wheel £49.99 j 1. The £5 off voucher is valid against the purchase of any ; 
02957) LMP 256k Memory Card £6.99 one product costing £30 or more. : 

: | 2. This voucher is not exchangeable for cash and is Oo 7 7 WV O 8 et H J R 04377) LMP LX4 Tremor Pack £7.99 i | 

02868! LMP Scart Cable £7.99 { 3. Re aos exit be used in conjunction with any WwW H E N YO U Ss P E N D 
019051 N64 3 Phonos/Scart Cable £6.99 | other offer or against ‘sale’ items. £30 OR MORE. , 

PHONE IF THE TITLE YOU WANT IS NOT LISTED — 
4. This voucher is valid until 14% November 1998. 
§. This offer may be withdrawn at any time without notice. 

VOUCHER CAN BE REDEEMED MAIL 
ORDER OR IN ANY GAME STORE. ; NEW TITLES — 

GUARANTEED DELIVERY ON RELEASE DATE GAME ALSO STOCK PLAYSTATION AND PC CD TITLES COUPON NO. N64 0011 VALID UNTIL 14TH NOVEMBER 1998 
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Nintendo's brilliant ‘boarder slides onto 
British N64s, Read the full review! GOTO PAcE | 74 

BOMBERMAN HERO 
Bomberman’'s second 3D adventure 
arrives — with no multiplayer! Hmm? 72 

WAIALAE COUNTRY CLUB 
Golf. Not done very well. We update 
you on the finished PAL version... 73 

Full of fantastic ideas, find 
out why Glover is the most 
original game on the N64... 

66 

GO TO PAGE 

Team 64 are gaming experts — they've been knocking around the nether regions of 
electronic entertainment for donkey's years. They've been hand-picked according to 
their ability to: a) play games and finish the great ones, b) make definitive judgements 
and, c) write down their assessments in a clear and entertaining way. 

TEL: those Turok. Easily — and plainly - the game of the month. And 
especially good was its arsenal. So, if Team 64 could create 

categories mean their own weapon, what would it be? 

Paul Jarrold 
“Magic Skill Bore. This sends out a 
missile that burrows into opponents’ 
head and turns them into rubbish 
gamers. |, subsequently, win. A lot.” 

Bomberman 

James Ashton 
“Memory Scud. It's an L-Plate which, 
when you stick it to the face of a driving 
examiner, makes them forget they've just 
told you you were ‘utterly, utterly crap’.” 

V-Rally 98 

The N64 can produce gob-smacking graphics that are 
light years ahead of other consoles. Does the game in 
question reflect this? 

‘Q SOUNDs 
Are the tunes any good? Or are they best turned off? 
How about the sound effects? Atmospheric and 
useful? Or a bit embarrassing? 

Wil Overton 
“Hair Death Gun. This would fire off rays 
of Salon Selectives which, when they hit, 

¢) MASTE eg ee make an enemies hair keep growing until 

Andrea Ball 
“Sun Tan Squirter. This would be filled 
with sulphuric sun tan lotion (of factor 
20 or higher) which melts skin and turns 
your brain into a paella paste. Greasy!” 

1080° 
it suffocates them in an Afro o' Death." 

Legend of Zelda 
With the Nintendo 64 being so ‘special’, how well 
does the game make use of the incredible hardware 
at its disposal? Or would it work just as well on any 
other console? 

Mark Green 
“Popularity Pelter. Having replaced Jes - 

| who's currently on tour — | need to get 
popular and quickly. So, when this hits, it 
would make people laugh at my jokes." 

Trump World 

Tim Weaver 
eA “Swear Gun. This sends a missile of pure 

i soap which lodges in the mouth and 
C) td al fy) Ne keeps lathering until the head and/or 

body explodes in a shower of bubbles.” 
Turok 2 

At £60-plus a go, you'll want to get weeks of 
entertainment out of every N64 game you buy. That's 
why we finish the best ones to make sure they don't 
peter out prematurely. 

VERDICT 
The big score at the end is basically, in as scientific a 
fashion as possible, how much fun the game's going 
to give you. Look to the left to see how this works. 

James Price 
“Conversation Launcher. This ingenius 
piece of equipment would cast a spell 

Ma] on adversaries and make them listen to 
@ everything / say. It-” Bad idea, that. 

Martin Kitts 
Unavailable for comment at the time of 

} going to press, Martin only had this to 
say: “| don't need a weapon. | could kill 
you with my bare hands." 

Glover 
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Turok 2: Seeds of Evil 4 

ACCLAIM 

» We did a huge Special Investigation 
PREVIOUSLY iT LC on Turok 2 in issue 19. 

s2] C71 Issue 21 
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Good shot! In about two 
seconds, his arm will fall off. 

| rd Ah, the guardian of the fortress. 
f , And his very big sword. Gulp. 

. Tranquilliser. Use it when this ‘un . 
V wanders onto a touchplate. 4 2 a 

; | 
i Se 4 
bc ctat —_ . td a * 

4 > , ‘ 
an D2 ieee 22) Ae , ( & 

x 
7 A c . a "hd a i 

| A 7 

= A <s 
; & et a css rN ” 

a Dye Mn EX) ‘ Des ™ 

FN ola MLL Pa 
two together for some fireworks. 

3? 

ziount WNaUV VON 
en 
mA ON Sunfire Pod. Not enormously 
mee V helpful at this particular juncture. 

a 
Pal 

i 

iS ee Lem yer EES 

_ completed — quite a task as veterans of the first game will testify - us N64 owners have been gagging for a 
follow-up. Now we've got one. 

5 Turok 2: Seeds of Evil is special for a number of reasons. Firstly, it comes on a 256 Meg cart and, standing 
FOUR times the size of Mario 64. It has six levels — or, rather, six different graphical environments with around eight sub- 
sections in each — and proves to be a vast experience. The scope of the game is truly incredible. 

Secondly, it's the first game to feature an option to switch to the machine's high-resolution mode. In conjunction 
with a 4Mb Memory Expansion Pak (sold separately), Turok 2 is, without doubt, the best looking console game you'll 

> ever see, with visuals that easily compete with those running off a high-end PC. Having said that, even in low-res, the 
N i game is an astounding piece of work with some unbelievable detail and breathtaking lighting. 

100 |!) 49 TS And, thirdly, it's not merely the first game with new levels. Instead, Turok 2 has almost entirely been recreated from 
scratch with only remnants of the original engine in place. All of which means Turok 2 isn't merely a sequel. Oh, no. It's a 

TANT ee ie ea Naec Une Ly > 

eae LEZ Prepare... yourself... for... impact... Go! 

November 1998 4, 53 

“wee «=«Xcited? Oh yes. Turok 2 comes with 21 months of anticipation. Ever since Turok: Dinosaur Hunter was 

i 3 
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You pick up a 
flashlight as 

I 1 see ce 

DISTRESS BEACON ACTIVATED LUT) 
Py ee) V dumps... j LS haornet 

‘ i ~— Nee 
ldae ets | Le / 

142 1! A ..And then 
ii « j : you've got 

| 
TNT ‘ to pe at 

cage. Now satche ; 
you've got to j charges in 
ae ae CHILD RESCUED. Fey? 

7h ' yee e h these boxes. 

Like the children in The Port of Adia, the Purr-Linn On The Hive of the Mantids (level five), Rift Gates Scattered throughout The Hive are eggs. Each egg 
have taken a crowd of poor human souls and have been formed to allow the aforementioned can be shot at and, while most explode into a 
imprisoned them, hoping to impress the Primagen insects to invade Earth. Turok's job is to shut down shower of blood, some spring surprises at you. We 
who has promised them land. With Turok on the four force field generators which are protecting the won't spoil it. Anyway, the Queen Embryos are 
scene, all is not lost, though. His mission is to seek Master Computer which, in turn, will operate the harvesting these eggs and by knocking off the three 
out five prisoners and give them a taste of freedom. | Rift Gate. This isn't easy. The level is huge, there's Queens, Turok can prevent further uppage of the 
But, be careful: each prison cell is protected by a mazy corridors aplenty and each force field is very Mantid population via the Rift Gate. Easier said than 
hideous Purr-Linn. well protected. done, mind. 

hogs = 
Peds eats fetta 

The Queen Egg. 
(ey eae el 
missions and then take 
the Queen out. Oh yes. 

i} 
; “Sa ey : aS 
i a 
tt 

Ele) a & 

The switches to disarm 
Umea mie) 
eee eM ERT CN Ay 
MINAS Elen 

& PRISONERS off 
ae 

Tey) iH Py, } 

\.*The biggest problem with the first game was its fogging. Used to disguise pop-up, it was desperately overused, 
and; while not affecting the way the game played, nevertheless became tiring and reduced the visual gloss. The 
first time you saw a skeleton warrior legging it out of the grey—blue distance at you it was pressure—packed stuff. 

oF Sethe fifth or sixth time, you began to get a bit narked off about the lack of any warning. Iguana, then, have listened 
i complaints and come back with a misting system that works perfectly. There's just enough to disguise scenery 

Pe ay but never too much to take away from the astonishing environments, which curve and wind to help 
ent pop-up anyway. Welcome to Smoothsville, USA. 



The full compliment of weapons is 21. Here's your first EVER look 
at them all... 

Useless as a weapon but Swipe and hope. First Slides out from a wrist Slow in hindsight but Fire off these and watch 
* essential when it comes level monsters are easily attachment with a you'll be whistling sweet your arrows stick into 

to lighting dark, enemy dispatched but thereafter satisfying ping. Slicey! dixie when you first find enemies. No blood but 

infested corridors. it’s a bit of a risky tool. pre =2mey e114) ad this bullet-peddler plenty of pain. Mmm. mf 

- ry t y ~ nf Y ¢ ; 

ie ead ry sl i A. 

he SS i a ren ° 
ad — See 

: a ne ipiece a 
f si ; 25 

A — Ns __ gives.as_good as 2 Ww ; NN / a 
ee | ay ran : Ne R Rue] gets. And-who does it 
* 4 av Se. R re , 5 aN eon Pr. Py EN nes turn out to be shooting 

Ae . vat him? See if you can 
» have a guess... 

Cc Dy 

‘ 
The power of Tek makes for a cocktail of death. 
Surprisingly useful piece of wood and string. 

elu ase Macy el ehe ila MAre ile) Genius. Dart gun an enemy 
gun. Stick it into an em cel ety 

Endtrail’s cakehole and it’s plate to Opemup secret 
goodbye head time. areas full of booty, 

Veacath Vp | ’ 
, ela dale Mle) 

1IAa 4O $a3as ay conjunction 
bd with the Tek 

? gs Arrow, you 

can zoom in, 

ak wt manoeuvre 
he Soy 3 about, then 

- ) EL iccn 

emt Lee en} Tremendous. It'll take a _‘ Fires off a green streak and, when it hits an 
are frozen to the spot, Raptor's head off and enemy, explodes thrice over. Repeat until dead. Pr AS 
helplessly shaking. Fire paint the walls red = * co a yy 
again for gurgly death. without the need for a \ id ’ 

Tih a * e ; ae 
‘ i : ry P : ' as WaT Ak 

i - . j j ay zoom on the 
“Sa A > x | EN tid 

N | a which gets 
q = = ; - ih 

closer and is 
more potent. 

Excellent. 

| 

iw ania al 

My b pe 's hee » UPS 

ee eee eel lee Lasers aplenty and, when Ah, now we know how. Like the original but Three-pronged attack with 
ig. ols Me eR Ke § they hit walls, they keep —_ Launch one, wait, launch a cannier. You can bend missile one killing, missile 

elem V ese ee) lad rebounding until they've second and BOOM. them round corners now. two slicing and missile 
and it whirrs. Yum. made contact. Absolutely fantastic. Useful on The Hive. three spreading. 

m/f 

Lob these and they Sends off a missile of A boomerang with a side You've got to fry-iiiii! And then there's this. No 
explode, blinding enemies. braintastic proportions order of hurt, the Razor Watch as enemies leg it one’s to know its effect 
Now switch weapons and_ that burrows into enemies _ Wind flies off, chops up, about on fire, pleading for until the game hits the 
budda, budda, budda! heads. Blood frenzy! then comes back. you to spare them. RT AZsky 



FEED ME F 
Look out for the tiny 
dinosaurs on the first _ 
level that feed on the ~ 
dead bodies of the 
soldiers that have been” 

Stay out of sight and @ And so the fifth sub-section of the first level 
they'renotwored $M Me iene wee pate 
about you. Get close to. - 
them and they leg it 5 
after you, hoping fora J, aos 
three course meal. The ~ ay 
best way to rid yourself 
of them is flipping the 
old zoom mask down 
and zipping a couple of 

MAGAZING 
Cf Se a 

oe tes | Dee) — ye ea ey 

Tek Arrows their way. s - *) Aaaaah! A Fireborn 2 ...And reel ‘em in. Gulp. _ ff Up and on, you pick out 
It's easier to aim this oi ad -? @ leaps out from nowhere, = Look at those teeth. “"§ this growler in the distance. 
way, too. When they're peer AY Pe gob a-gaping. Line ‘em up... Luckily, he’s a dead ‘un. RECON) 
up close, they never ptt i s 7 2 

stay still. So 4 oF a > Li thee ose! 

| meV CLA 'y 
= sniff) he can rae 
smeeeeell you. Stick : 
that Magnum 

MES CH Re Li: CHILDREN ba a ie 

i ery 4 A Ro 
ar ues ax § Pe 

€& ...Ouch. That's going to } C) A | | 

rele ne ae you've got " 
ea to laugh. Well, we have. . FI 

We hae Peed ait Mee ke A switch. Flick it ide E Taek) 

Adia‘s primary down, you can see get inside this OR eT EY 

objective is that you’ve got to cage. “Helpme TEN [ool ane ™ 

imprisoned inside open a walkway Turok!” shé €ties. p 7 Be Pres 2 — 
r and... eae sy : . 

that cage. de ‘ Q ...Below you. Cut 
P.-E f 14 1 : / NY © through and you close in s jl ; Cee ee) Aa Oe eet eS (d) 

4 Q With a flare of blue light, / objective. (Go to mission 
ed 2 you warp to the next sub- B 7 . “ 

section. Looks quiet... A = 

The walkway is at _ ...And out the el eels be _— : 
the top of this ol ae ° (a BT Magnum and ; State / Pe eee , eae 

darkened corridor. guardian of the repaint the walls! \ 4 
Into the cage switch is Budda, budda! 
unknown... waiting. PEE-YOWM! 

| 

Preach Crean) 

“}f) This one’s not going to be 
@.J up to much sightseeing. 
Heads, you lose, eh? 

ele Ee 

ers y Turok 2's 
: 4Q) Gaaaah! WRT A 

The all-important And ae el Now just move J took at the peeerr 

switch. Flick it and little girl. Bit ugly, | around the ground CPSC Sey 
the Cage opens. but she doesn’t floor of the arena dantures And Beaters 
No we're half appreciate it. Lom Ue ime oe Ppa carne Pena 

motoring. eye CH 

SR a 

Emre 

The enemies in the first game were never intelligent, just tough. Most just rushed towards you, pummelling you 
pwith.ammo as they did so. It wasn't always a test of skill, just a test of health and how long you could survive. In 

urok emi ec exeleeLelo Ma Mir see eam LUE UCL Moe CLS A Com CLA ae Leche OT 
7 sobs again, gathering up pals for a second, attack en masse. Also, the Drones on The Hive level hide behind eggs 

WO eT TT ee OM cele aT aU MARL els Cette Mt ea CO LMC SUL lm ogee (ole 
getter are the Raptors which hunt in pairs and spring out at you when you're turning corners. And when you 
ap eae run faster. Get that Shotgun ASAP... 



..2oom mask. Flip This red-eyed i So, it's time to | ae) a give thema bit of | it down with the Endtrail’s staring c 
=> At the other 3D High their own D-pad and direct elem oe Tecmo d 
AP APTN BN] £2 above, medicine. Plasma oer UT EW ETA a 
PPT ETT Me OM Lert eae Ic Rifle and... Telia eee a (ts O™ 
el) firing plasma a allealendee et 
ETE balls. (Go to ey ¢ ' a # 

nasties. Special box) 4 Ny 

Step in and move along. 

ye > tee And soit turns out. wn 
Et mm Notice the blood 6n rr 

*) Q Work your way a Melee (PTT hd rm 
© © around the arena - ii core red, isn't it? 0 

killing a little on the way - WA 
and you... 6 

*) Q ...Reach the end-of- a 
PAP RET XY eG Es } re 

Ss 
f= 

The Marshes. Full = ee SPECIAL: CENTRAL-PORTAL of death poutd 
ys “Gas aa imagine. Which < 

4 | =o y you'll, no doubt, % 
: A ETo[o com mn 

E pee SS ' ws % 
na ee aS 
=. e ad cS 20 Wn VB 20 > “4 

F p ee . SA Fi SE ...Enough of a You end up here. Inside you've got __...The Death o PY, Mies 2 1 ae 4 A 
Mette) haelg Cem ORB Marshes. Walk to os Ltd Pr eebeaoe el ears 
mL eel] level, but we've RUT ced eld) ; \ Ru) ara ele [eT Tal 7-17) 
EYaq-t3e-]/RtiT) only got keys IV ce) Pm cit rae re al ClaReED IND of too. 
Vacs an We > a — 4 SS oe oe o 5 ‘ ary er am \ "ee OMe Enel 

36 re "7 ...A way of 39 HA desolate himah'fortress. =e Sas 
YM Bc | ¥ eke (Fa Li Col cule eM Wels 
Oof, right in the head. he darkness awaits. SPECIAL: 

P PVN mC ee Le > ei TER’ 
Ce re PN 38 eye 

h pee “% ; Be ie > i © Bey: 

aan 2G Ah, so you're Ela 
> @ = VJ the noisy , O/ife[TasT TU) % 

1 ty eee OETA “ there's worm- << 
eal es CLL SS Uh Mae SS 

* aT ReRS . Ne 0 as % . ~Who bite. ‘ en Fe ap 

43 yo Wh lerrtrem Colwell {oleae KML ET 
a ge ig Ce-T ee Lae) RAUL 

ey MISSION 2: SAVE PRISONERS a Re 
3 death, we the door behind Mollet 

FA B reach the end WT 
ors IS mel urate od pol Reel EE ee 

SS a CEE ET And this 
EME el eT) 

<m ‘ RYT eras Mo ° a fa 

Inside, you can ete gt | b.§ Back up and blow 
duel al se EI) lay is 

a tiny prisoner, ~ didn‘t have the +s 

ery mie | | ii } De) ; k stomach for it. De) aaa 
Purr-Linn. nt ee i 

an 

LS 
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nC) Each cage is t-te i | 
padlocked. Silgte = fad at ani 

t 4 lela) 
, havetodoisaim | 
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You've freed the young 
girl. But, wait a mo, 

what's behind that cage, there? 

WRT ise) 
with your 
day, you take 

F100 !!' 20 

ff) Ah, one of the four 
Ra UT ese eS 

level’s Energy Totem in place... 

JU 

Tg 
eel com el} 
warp... 

h too ¥) 10 

Dams 

Sey 

OOZING CHOOSING 
The control system 
spearheaded in Turok — C- 
Buttons for direction, 
analogue for 360° viewing 
— worked perfectly with the 
game's layout. However, 
there were some that found 
it cumbersome, especially in 
the light of GoldenEye's 
more familiar configuration. 
So, again listening to what 
gamesplayers wanted, 
Iguana have included two 
different playing styles: one 
called ‘Turok’ and a second 
called ‘Golden’. Can you 
guess which one's which? 

...And then into the 
labyrinthine tunnels of 
the Purr-Linn’s ammo 
dumps... 

~ Fi 

F100! 2 1 

Remember that 
RY} Came sl-]ae [el] 
elfacem Ma el ae EL 
time to use it. 

r 

A 
\ 

| Yeo) Me aa 114.4170 
See OL) 
Belg ele ay 

congratulations! 

Cre ea 

Who wants 

Up to four players team up and take’on 
armies of fang-addled nasties in any. of 
the six one-player environments: Try 
Ura oA MONT Mee Mn gms (A) 
Niemi mle) 2) (exo 

Known more commonly as the 
Deathmatch. All-out kill frenzy with up to 
four players battling it out for the most 
‘frags'. Loads of weapons and each of the 
10 arenas at your disposal. 

One player is ‘it’ and, without weapons, 
has to reach a ‘safe’ area without being 
killed by the other players. Fantastic idea 
and, with separate characters, works 
brilliantly. Top fun! 

ice Aa EN tol megreUc-Cat em (OUT 
some secrets): Turok, Adon, the Purr-Linn, 

the Sloth, Flesh Eaters, Gants and Raptors. 
The latter are most interesting: 
weaponless but FAST. 

Ten arenas in all: Cave Torture, Spinal 
Rippage, Chaos Tunnels, Casual Dress, 
Warfare Sound, Watery Vault, Dining for 
Two, Mine is Bigger, Dare Ye Enter and 
Barbecue City. 

rp e 

[4 Just step up to it and the 

with a pleasing whirr. 

Mot ee Leer 2 

DD et) 

SPECIAL: 
eer 

—_ 3 
a, <> 

S toyed a 
20 Dayo es Ca eeeaes », 

Search the level 
aL aexse eet) 
Ue emo) 
you access the 
‘Bore... 

) Next up is this... a satchel 
3 he charge. Its use? All will 
1 Tel) le 

four arms move inwards 

Picking up the 5s ee ; 
flashlight helps | ] ’ , ie Ne. am 
eRe ila ae | Ln . TU 
in store. BIG WAC) YY) Lele) memes Le 

Pe giiieen ial g 
goes. The red 
olga e+ Te) 
that you're 
locked on... 

..And then the 
missile does the 
rest. Mmm. 

reeled ale 
y rain, eh? 

some? This time it's personnel. Mines... 

, 

ay aT 

Ue meek Te 
coy Male Meme eel Ree Ee) 
kicking from a Magnum. 

Ua tee) on xee <1) 
also be changed to a slightly 

a better horizontal view. 

>= A Frag Tag. Top left 
is ‘it’. The other 
eX 

TST eXI Ie g 
the central pole 
with ammo and 

V open up corridors. 

You've been 
fragged! Try 
shooting him 
Oe eed) 
ll miele me cela 

ET oe [-To Me) [efolo] 
iia cee lecel A) 
are also good. 



Fitting into the ‘Memory Expansion’ slot on the 
front of your N64, the 4Mb pak is a device that 
doubles your N64’s built-in memory. Up until 
now, developers have been working within the 
boundaries of the machine's standard 4Mbs. 

as much information into the N64's RAM than 
with just the default 4Mbs in place. The effects 
are dazzling: visuals can be upped to a maximum 
screen resolution of 640x480 pixels, meaning 
N64 titles will eventually - once developers work 
to that configuration — look almost identical to 
accelerated PC games. Hence ‘hi-res’. 

No. Iguana sports titles, NFL QuarterBack Club 
‘98 and All Star Baseball, have already been 
brought out in 640x480. But, it’s worth 

Questions answered! 
This little black cube is the future of N64 gaming. And Turok 2 is the first game to use it... 

: remembering, Turok 2 has TONNES more 
? polygons and special effects to throw round. A// 
Hey ea ety er) ne eed mele mrs 
? around at a Sunday morning pace. It didn't need 
? to be particularly fast. Turok 2 does. And that's 
: where the 4Mb Pak comes in. It gives Turok 2 8 

? license to perform all its wonderful wizardry at its : 
? normal whip-cracking speed. Top! ; 

Well, with the Pak in place, games can shift twice : 

? Well, Nintendo of America Big Cheese™ Howard 
:? Lincoln confirmed exclusively to N64 that 
Nintendo would have a 4Mb Expansion Pak in 
the shops by the time Turok 2 was out (early-to- 

: mid November). Datel have also got one on the 
? go and will probably beat Nintendo ott with.it. 

Price-wise, expect the Paks to retail for around a 
: reasonable 15 quid, 

: Oh, almost certainly. Maybe even Zelda. 

: Maybe... Don’t put any money 
DML eet lets siei emai cmt al cco: (e) 
A oh aU oe we Mole oie eu oa 
Bea mete Ce eas Meal em tice ied 

— ludicrous idea. 

ae tee 
CRUE) selon ed (oe 

sa Rm BE of ae 

aaa] 

What Pe 253 aie) eae 

tf HOUNL 

TIA JO $a33s 

So, technical guff aside, what difference does the 4Mb Pak make to Turok 2? Compare the evidence... 

MONSTERS! Bo BU GUTS! 
Sea ee 

TS 

iprecision jumping very se occurs now and, when it does, it's either easier to accomplish or Aa 
OT Arar CLO CLC 
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__ thing. (Well, she’s not 

intro (see below), she 

ADON CALLING 
n. Turok’s guardian, er, 

human and her face 
contradicts the phrase’ 
‘angel’. Perhaps ‘troll’, or 
‘hideous gnarly goblin’ 
would be closer to the 
tru uring a gorgeous 

explains that she will watch 
over Turok and guide him — 
ie. you — as he attempts to 
stop the Primagen, the 
latest evil being to fancy his 
chances at world 
domination. Basically, this 
involves the protection of 
six energy totems which are 
currently keeping the 
Primagen imprisoned in his” 
| p. If the energy 

otems are destroyed, the 
Primagen will escape and — 
this is the best bit-send 

Ut ew hae 1 4 
bloodier. Gut ripper! 

ra Close your eyes and 
hope he goes away... Oh. 

ili A Snap! ay morning. 
How’s things? Um, let 
me just pull the trigger. 

Old Indian. He can be 
your friend. If you treat 

“tendrils of madness and him right. Wink, wink 
psionic power across the ; 4 ; 
face of the Lost Land”. Eurgh. They‘re not too [> 
Now, that’s a nasty pleasant to look at, eh? 
business. So, kill them. A lot. 

t's amazing. Take a mo to ponder 
how far Iguana have come in so 
short a time and you realise that 
this — one of the N64's most 

staggering games yet — is an impossible 
achievement. Four years ago, the Texan 
company were unremarkable SNES 
developers. Now with this incredible 
sequel, they're one of the N64’s top three 
developers. Yes, Turok 2 is that good. 

It's that good because it puts right 
everything that was wrong with the original 
— Iguana took into account every... single... 
criticism... that gamesplayers levelled at 
Turok — and then doubled up all the best 
bits as well. So, for your forty quid — forty 
quid — you get more levels, more monsters, 
more weapons, more frights, more blood 

and more options, particularly in the shape 
of a new Deathmatch to compete with 
GoldenEye. Pause for breath. 

First off, you can't help but be 
astounded by the way Turok 2 looks. Of 
course, anyone with a modicum of sense 
will snap up a 4Mb Expansion Pak and 
whack it into the ‘Memory Expansion’ slot 
as soon as the little black cube hits the 
shelves. The difference it makes to the 
game is unimaginable. Suddenly, the N64 is 
transformed into a 3dFX PC. Its detail is 
incredible, its resolution pin-sharp, its 
textures lush. And, yet, the game still whips 
along. Enemies pile towards you at 
frightening speed with not one smidgen of 
slow-down playing on their movement. 
Turok's world is phenomenal; certainly the 
best on the N64. 

But, don't let that fool you into 
thinking the game's ‘lo-res' mode is 
disappointing. It isn't. In fact, even without 
the added bonus of the hi-res setting, 
Turok 2 is a tremendous piece of work. It's 
certainly as good as anything that’s come 
before on Nintendo's machine, with the 
gorgeous levels becoming increasingly more 
impressive as you work your way through 
the game. Once you get to The Hive of the 

Mantids 
(level five), 
things are 
eye- 
wateringly 
good, with 
its 
knowingly 
accurate decor superbly reminiscent of the 
Alien films. 

Actually, Turok 2 is a technical triumph 
full stop. The music is dramatically scored, 
with strings, tom toms, bass lines and 
nerve-juddering screeches as enemies 
spring out at you from all angles. It's 

to be seen to be believed. The way they 
scatter, or call for help, or feast on dead 
bodies, or hide behind objects is fabulous. 
Okay, so Turok 2 borrows quite a bit from 
GoldenEye in the way the baddies react to 
you but even so... Iguana have taken, 
processed and advanced Rare's techniques 

Its detail is incredible, its 
resolution pin-sharp, its 

textures lush. Turok 2 is phenomenal; its 
world is certainly the best on the N64. 

looped but, it's so well disguised, that you'll 
barely notice. And like DMA‘s forthcoming 
Body Harvest, it also fades in and out 
depending on how busy things are. 

Fortunately, behind the startling visuals 
and soundtrack, there's a stunning — and 
much improved — game. It’s certainly a 
darker, more adult experience than Turok. 
There're no slightly comical squirts of blood 
as you slice an enemy headward (although 
fans of the red stuff won't be disappointed 
with the fountains of blood exploding from 
enemies now). There's not even a 
particularly heavy quota of, Raptors aside, 
the first game's peculiarly unfrightening 
dinosaurs. Instead, there's an unpredictable 
army of unique creatures that spring 
surprises on you at every possible turn. 
Each of the 30 beasts are designed solely to 
produce maximum scares, combining skin 
crawling bugs, ape-like flesh eaters and 
thunder-footed hulks. 

We've already touched on the gut- 
whirlingly high level of Al but it really has 

to such an extent that, in fact, they've 
probably gone and surpassed them, here. 

Their world is vast in scope and depth. 
It reels you in and refuses to let go. Each 
level is meticulously designed. The way 
they eventually loop to minimise confusion 
is inspired and the addition of mission 
objectives is a handsome sight. It gives the 
game more focus and betters its 
predecessor's pretty limited and fairly 
simple key-collection. And with four 
missions per level plus gob-fuls of vicious 
nasties, you've certainly got plenty to 
contemplate. 

Weaponry isn't about to disappoint 
either. 21 sticks o’ wrath plus two 
underwater specifics — in the shape of a 
Speargun and mini-missile launcher — make 
up the most potent arsenal in videogames. 
The choice available here is fantastic but, 
more so than the first game, they're not all 
necessarily geared towards death. The 
Flare, for example, is simplistic genius, 
especially given the now darkened nature 



Look at the breathtaking detail on [> 
The Lair of the Blind Ones. 

Brilliant flame effects and the 
ability to shoot downwards. Hot! 

a 

Sat) 

whe 
A “Yes. | see the problem. You've got 

some nasty plaque build-up, there.” 

of the levels. Likewise, Tranquillise Dart an 
enemy on a touch-plate and you can 
access previously unavailable sections of 
the level. Also of note are the two new 
Sniper modes which are essential to play 
and graphically jaw dropping. The detail on 
enemies up close will leave you feeling 
quiversome at the knees. 

But, don't let anything take away the 
sheer brilliance of destructive weapons like 
the Shredder (ping, ping, gargle, splurge), 
the PFM Layer (beep, beep, BOOM, 
splurge), the Cerebral Bore (wheeeeoiiiir, 
bzzzzz, splurge) and the Flame Thrower 
(frrrrooooor, aaaargh!). The latter, in 
particular, demonstrates a new era in 
realistic fire effects. 

The pace at which the game moves 
and the speed at which it throws enemies, 
missions, sub-sections and puzzles at you 
means your interest levels will very rarely 
drop below the level marked, ‘mesmerised’. 
Indeed, it's a measure of how good a game 

‘Iguana have taken, 
processed and advanced 

Rare’s Al techniques to such an extent 
that they've probably surpassed them. 

See) 

"ws Th Lh 
needs to see a 
doctor about 
[Ur eked 
ele 

Bloody! Take [> | iy 
some pain, 
rede eli eH 

ME aUaod 
lM Tem elite 

he'll tear you [> 
apart. In 

seconds. Oof. 

is when, four solid hours into The Port of 
Adia, we realised we hadn't actually 
spoken, moved, or even blinked, at a//. The 
beauty of the game is that there's always 
something else new to discover. Just as you 
enter a ravaged house, with its furniture 
toppled and inhabitants strewn across the 
floorboards, you pick up a new weapon, or 
free a small child, or ride a Triceratops. 
And, then there're the bosses which, if we 
described, would only spoil it for you. Like 
the best films, you don't want to know the 
ending. You want to be surprised. And you 
will be. Hee, hee. 

Of course, no game is faultless. Whilst 
GoldenEye paraded weak, but not game- 
affecting, sections like the Streets and the 
Cradle, Turok 2 sports parts that also don't 
conclude quick enough. And, despite the 

Nope, the truth is, Turok 2 is 
exceptional. It's not just a sequel. It's a 
whole new game. We would imagine 
Iguana have used the basic engine from 
the first game though, to be honest, they 
could just have easily not. It's that different 
and that much better. All the problems of 
the original have been ironed out meaning 
it's certainly not just a lazy sequel — it's not 
Tomb Raider 2. It's one of the best things 
to happen to the N64 since its launch. We 
might even go as far as to say it's one of 
the best games on the machine. In fact, we 
will. Because it is. 

But, the question everyone will be 
asking is, is it better than GoldenEye? Well, 
yes... and no. Yes, it supercedes GoldenEye 
as the N64's premier shoot-'em-up through 
its sheer adrenalin-packed magic. It's 

The music is dramatically 
scored with strings, bass 

lines and nerve-juddering screeches. 

cleverness of arcing levels to provide easy 
routage, there's still parts where it's a little 
easy to wander off into the wrong direction 
and find yourself lost. Fortunately, a spot of 
backtracking almost always provides the 
answer to your hopeless meanderings. 

Anyway, it would be wrong to 
condemn Turok 2 for this as the Iguana 
team have obviously spent a healthy 
portion of development time trying to 
prevent it from happening. And, with the 
huge 3D world, a couple of wrong turns is 
still a pretty impressive figure. 

everything you need: blood, guts, 
weapons, puzzles, strategy and immense 
3D worlds. But, no, because GoldenEye is 

still an awesome game in its own right and, 
really and truthfully, such a different game 
to this. Turok 2 is the new Doom. 
GoldenEye was the old Metal Gear Solid. 

S00000, reserve your copy now 
because, we'd wager, there's going to be a 
rush. And the reason, simply, is this: Turok 
2: Seeds of Evil is utterly, utterly brilliant. 
Pure, eye-wateringly true fact. 

™<(to the accompaniment 

SPEECH SAMPLED 
With 256 Meg at its 
disposal, you'd expect 
something a little extra 
from Turok 2. And 
you'll get it in the shape 
of shed-loads of 
sampled speech. First 
off, there's the entire 
intro sequence furnished 
with some of the 
lengthiest and crispest 
monologues we've ever 
heard emanating from a 
cart. Then, before each 
level, the ever lovely 
Adon runs you through 
the history of the place 

Of some superb cut 
scenes). Combined, we 

reckon the amount of 
sampléd speech must be 
up around the eight 
minute mark. We kid 

The next stage in the 
N64's life. Eye-meltingly 

good. 

A superb soundtrack, 
tailored to the feel of 

each level. An incredible 
atmosphere throughout. 

Genuinely tries to 
innovate - and succeeds. 
Makes use of every inch 

of its 256 Meg cart. 

The biggest game on the 
N64 and, very probably, 
the hardest. Oh, and 

there’s the small matter 
of the multiplayer too. 

VERDICT 
The start to a thrilling 
new era for the N64. 

Turok 2 is bigger, bolder, 
ballsier and, without a 
doubt, the best game of 
the year so far. 30-15 to 

Iguana, then Rare... 

INGA 
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Gex 64: Enter the Gecko 

GT UU ACUI 

A Sitting by the dock of the bay, 
lean ele MME)? ete 

ON 

So it's not 

ast your mind back to primary 
school and bible classes. You'll 
recall the story of innocent ol’ 
Adam and Eve, frolicking about 

in the buff, in a time when 
everything was rosy... Until the 
serpent came to the party. 
Now before you look to the 

heavens and think ‘what's he 
going on about this time’, there is 
a reason for this — and | hate re- 
writing introductions. 

Like that ancient Genesis tale, 
Gex 64: Enter the Gecko is another 
story that could have been so much 
happier if it hadn't been for the 
clumsy appearance of a fully paid- 
up member of the reptile family, 
this time, a lizard. 

The thing is, in Gex the scaly- 
one has been given the starring 

role, making his errant ways more 
than a little off putting. 
Pop the Gex 64: Enter the Gecko cart 

into an N64, and the usual copyright 
messages appear. Following that, an 
enlarged version of Gex ‘runs’ to the 
centre of the screen, sticks out his tongue 
and mumbles some incoherent inanity. 

Now, I'm no real authority on 3D 
modelling or speech reproduction — other 
than in a layman's ‘know-what-I-like’ 
sense — but this introductory sequence is 
underwhelming, to say the least. In fact, 
‘rubbish’ is nearer the mark. It typifies Gex 
64 in a way that my words never could. 
Not so much a statement of intent, more a 
declaration of a lack of intent. 



What the Gex is going on here, then? 
With the exception of bonus and ‘boss’ stages, each Gex 64 level comprises three ‘missions’. By completing each, Gex gains a ‘red remote’. Get all three, 
and that section is finished. Use of the word ‘missions’ rather suggests a level of complexity but that's hardly evident during play. Essentially, these tasks 
involve travelling to a certain point or, invariably, collecting or tail-whipping certain objects. Here's one such level... 

For this mission, Gex is 
charged to smash five ‘blood 
coolers‘. But first he has to 
find them... 

Gex 64: Enter the Gecko is, you see, 
virtually identical to its PlayStation and PC 
equivalents in terms of level design. But, 
and it's awful to have to relate this, the 
N64 version is a poor cousin to its two 
relatively well-received counterparts. 
There's extensive use of fogging — just look 
at those screenshots, LOOK AT THEM! 
Yuck! — and a decidedly awful degree of 
slowdown whenever Gex enters in an open 
area. Conversely, move around in an 

enclosed area, or turn around to face a wall 
and proceedings gain an appreciable level 
of pace. Madness. 

You should explore every 
nook and cranny. This will 
help you to complete /ater 
missions with ease. 

Third-party developers have long 
berated Nintendo for an alleged lack of 
support, and information on their console, 
citing those complaints as a reason for the 
poor performance of certain games. But 
really, Gex: Enter the Gecko is ridiculously 
low-tech. We're not quite talking MK 
Mythologies here, but we favour the 
practice of judging games by virtue of 
individual merit, here at N64. Although 
Gex is hardly the worst game available for 
the N64, we still find ourselves banging our 
gavel crisply down on the bench and 
reaching for the black cap, men and 

A swing of the tail, and there 
are only four more coolers to 
collect. A number pops up, 
saying how many to go. 

It's advisable to check behind 
you - there’s a terrible 
affinity to hiding objects by 
doors, out of sight. Grrr. 

women of 
the jury. 

It's a 
shame, 

because 
Gex: Enter 
the Gecko 
isn't, in 
principle, 
terrible. 

Indeed, many PlayStation magazines have 
showered their version with accolades, 
describing it as the best PS platformer 
available. The original Gex, released, ooh, 
ages ago on 3D0 and PlayStation, was a 
2D platformer featuring the eponymous 
lizard. Its plot — such as it was — saw Gex 
‘zapped' into his TV screen and attempting 
to escape by successfully completing a 
number of ‘themed' levels. Enter the Gecko 
expands on that 

Novembergi998 

Five smashed blood coolers, 
and Gex gains a red ‘remote’. 
This takes him to back to the 
level select screen. 

TALLY HO! 

While it's possible to 
‘complete’ each level by 
merely collecting all three 
red remotes, there are a 
number of other tasks 
Gex can busy himself 
with. Like collecting white 
remotes, for example. 
Just to let a player know 
how much there is to 
collect on a certain level, 
this handy screen pops 
up and highlights just 
what's left to find. N64 
readers — being a cut 
above the average gamer, 
naturally — would attempt 
to find everything. But 
heavy emphasis on the 
‘would’ — being N64 
readers, you're all 
obviously too clued-up to 
go out and buy a game 
like Gex 64... 

en 



WATER WOES 

This is it, the N64-specific, 
‘Titanic’ level. And it's pap. 
Not only is it cobbled 
together, and poorly tested, 
it's also sparsely furnished. 
When you do get near any 
scenery, it's odds-on that 
Gex's automatic camera will 
allow him to hide ‘behind’ 
it. Gex is hard to control 
making objects difficult to 
collect and you get 
attacked by assailants you 
can't see. And the view 
distance? Pah. 

The stages aren't 
particularly pretty - even 
when compared to the 
aging Mario, let alone 

B&K. 

SOUNDS @) 
Compare and contrast 
with Banjo. The big B's 
simply in a different 

league. 

Hovering around the 
minimum competency 
level for a playable 

game. 

It's a pretty easy game to 
play, but there's lots of 

it. Who will want to 
bother, though? 

We'd hoped for so much 
more. Our faith was 

misplaced. Pity. 

64 [NC 

Each ‘main’ level — that is, not end-of-level boss or bonus stage — has three sets of 
objects to collect. Themed to suit each level - carrots for Loony Tunes, skulls for 
Scream, and so forth — these can be found spread around, or by tail-whipping certain 
nasties. By collecting the required amount on a stage, Gex collects a white ‘remote’ 
by way of reward. For every three he finds, a new bonus stage appears. Here’s one we 
prepared for you earlier. 

A The ‘bonus’ room 
appears on the map... 

cS Sah oe 
~ 

Url mele ee TL 
race for the remote... 

concept, featuring levels 
>) that pay homage, and 

attempt to parody, real-life movies. 
Thus, the first thing players are faced with 
after starting a game is Gex dressed in 
007-like attire with an unmistakable Bond 
tune playing away as you choose his first 
level. Later levels see Haunted House and 
Kung Fu movie cliches explored — among 
others — and there are numerous references 
to well-known films. 

Completing each stage involves the 
comfortably predictable gameplay device 
which is the collection of a bundle of 
goodies. In this instance, remote controls 
are the relevant objects of desire. Gex is 
able to get his mitts on these by exploring 
every nook and cranny on a particular 
level. More often than not, they're pretty 
easy to find — like most platform games, 
Enter the Gecko is unimaginatively linear. 

The individual hazards that Gex 
encounters on his travels are crafted to suit 
the level they occupy. So, should he enter 
the Rabbit Season sub-level, found on the 
Loony Tunes stage, Elmer Fudd-style 

eV M ee 
mission. Easy, yep? 

te) 
BONANZA 

Mee el eh) 
Cem on ele WIP 

o i. . 
Ck ye Re ee 

FO 
A ---Only 20 seconds to 

go. But we'll make it... 
...See? As simple as that. 
But enjoyable? Hmm... 

characters take potshots at the player. Such 
assailants can be dispatched, or at least 
temporarily disabled, with a swing of Gex's 
tail or, of course, with a nifty jump on 
whatever constitutes their ‘head’. And 
that's, um, pretty much all, folks. 

On the PlayStation, Enter the Gecko is 
genuinely 
enjoyable and 
well-executed, if 
rather lacking in 
scope and 
imagination. But 
even if this was a 
perfect N64 
version, it would 
struggle to 
impress we 
Nintendo 
devotees. 

With the likes of Banjo and 
Mario being benchmarks for 
platforming perfection, Gex 64 
appears creatively bereft by 
comparison. Couple that fact 
with the incredible ‘drag 
factor’ of its 
awful game 
engine, and Gex 
64 is a woefully 
inadequate debut 
for Crystal 
Dynamics. We'd 
love to say: “This 
bit's good!" But, 
sadly, we can't. 

Enter the Gecko 
is a disappointment. 
It's not funny. It's not 
even technically average, 
and we can't think of a 
single reason why you 
should buy it. So don't. 

nd 

Gex is a multi-talented lizard. Here 
are but a few of his many skills... 

There’s a small 
frozen pond on 
the Looney 

2 Tunes stage. 
Si + Jump on, and 

Gex begins 
skating. It’s 

great. Better than anything that Mario 
has to offer. And yes, sarcasm is the 
lowest form of wit. 

> 

Bit of a nod 
towards the 
first Gex game, 

i a . | this. Being 2D, 
e 8. the novelty of 

De ace walking on 
walls was an achievable, easily 
implemented, idea. 3D? Bit tricky. 
There are only a few walls Gex can do 
this on, and they’re pretty easy to find. 

A standard 
feature of 3D 
games, 
granted. But 
Gex 64 is 
unique, and 
frustrating, in 

that its own ‘look’ features take so 
damn long to work — about a full 
second after the button’s pressed. My 
quick-fix mentality is revolted by such 
periods of forced inactivity. And yours 
will be, too. 

But only on the 
N64, mind. This 
secret, Titanic 
level is based 
underwater. We 
considered 
giving it more 

space on the page than this, but it’s so 
frighteningly awful, we thought we‘d 
leave it be. Ugh. 

Gex can destroy 
or disable 
assailants by 
swinging his 
tail. But there’s 
not much call 
for him to do 

so. Gex 64's levels seem oddly under- 
populated, in a strange kind of way. 

The nasties you do meet are pretty 
uninspiring, too. 

Like all videogame 
characters, Gex has a 
number of animation 
cycles that kick in when 
the player leaves the 

joypad. Our 
favourite, 
without 

question, is the 
‘yawn’. Why? 
It’s so damn 
appropriate. 
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PREVIOUSLY IN N64 

A superbly originalygame 
but how are we goig.to 
introduce it without 
making another terrible 
glove and love pun? 
Bit of a tricky one that. 
eZ ames featuring balls are among some of the greatest electronic 
ee Mel mM eM le ode le al -ceme cemu e i a) 
and distant past, Super Tennis, from not so long ago, and ISS “98, 
from yesterday, all amongst many others. As for games involving 

gloves... Well, you have to look a pretty hard for a half decent example. 
The history of the glove as a video game character is a less than 

illustrious one being littered with tales of rejected ideas, commercial failures, 
“ ; and games designers hitting the bottle. Anyone recall Super Family Glove 

Ss aaa te - Adventure? Didn't think so. And Shigsy, which would probably prefer to 
a. NE Se ers remain just as anonymous. No, honestly — they're true! 

; sag Baie li eis! ocd There are one or two decent ones though. Mickey Mouse wore gloves 
4 This is the Carnival bonus game. in his SNES platform games, and James Bond wore mittens (strung together 

lhe Le) ee ba cle [to by Q to prevent accidental loss) in GoldenEye’s Surface levels. What we've 
Fad ena Cae Lt never seen before is the unlikely combination of ball and glove together in 
RRO LO Maa one game. A good thing and a breakdown inducing thing... Could they 
i possibly get along? Could theysmy:gloveswmGould'they? 

ms) 

If you've made it this far, you qualify 
for the Golden Glove O’ Courage. V 

Ske, 

eee fee 5 
Bounce the 
ball up the 
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So how are you going 
to get the Garibs 
under the bridge? 

Quick. Roll the ball to 
dry land before you 
RL ae kel ah 

You've got all the 
easy ones ~ only 57 
more Garibs to go. 

' 

he 

ley] 
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MIRROR MODE 
The way the controls are 
instantly reversed when you 
push the ball into deep 
water can lead to a few 
frustrating deaths and plenty 

Lf] 

Glover's quest, to recover the six missing magic crystals, encompasses 
six very different worlds, each with three main levels, a boss, and a 
Nowe mee mb Cee e e-em CLL 

Worlds apart 
of whacking into walls as 
you try to find a handy exit 
ramp. It's certainly the worst 
part of the game but there 
is a way round it — turn the 
controller upside down. Still 
deeply irritating though. 

Atlantis > 
Ni mieie eMC MUM UCm aces (Ctl com al 
types of environments and traps you'll come across 

sections likely to cause many problems due to the 
reversed controls. Finding all the Garibs is more 
difficult though. 

Top trick! 
In the first level, it’s possible to throw the ball from 
one side of the lake to the other in four stages, 
without ever letting it bounce. Hop, throw and jump 
across the gap then catch. Essential for time trial 
brilliance. 

Boss! 
In keeping with the watery theme, the Atlantis boss is 
a large stack of tasty seafood. A real pushover. 

Carnival 
Carnival is a fairly big 
cm Mme iCael i 
from Atlantis, with its 
wobbling platforms 
guaranteed to catch 
you out the first time 
you roll the ball over 
them. Also includes 
ball thieves such as 
Um Uae tl 
chicken, as well as Dennis Hopper himself. 

Top trick! 
COST TM LAT VIL fe Lert eT em eME ee) eee) ae el 
ball bearing, change back to the rubber ball and collect all the 
bonuses on the slide, using a little bit of ‘reverse thrust’ to apply 
Ue en 

TAP RAE 

Boss! 
Just as no town centre 
would be complete without 
a slobbering, drunken 
tramp, no carnival would 
be complete without a 
jolly clown. 

Woo. Look at me (hic) 
kiddies. Aren't I the 
funniest (burp) thing! 

ms That spell’s trouble 
Glover isn't restricted to 
his/her/its four balls and 
standard range of moves all 

the time. Every so often you'll 
come across a bottle of potion 

which will grant a special ability 
for a limited time. Your strength 

and speed can be increased giving 
you the chance to cast spells such as 
Boomerang which makes the ball 
return to your hand, and Froggy, 
which turns your enemies into frogs. 
Handy, but none of them match up 
to the excellent Helicopter spell 
which allows Glover to take to the 

air, sitting on top of the ball. 

~— i sf 

gr re ee maa 4 | 
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Take care of the 
eat Wel cele 
collecting the 

A UT mat 
(eee eel aeleLs 
we wouldn‘t eat 
that blue thing. 

There it is. Use the Pa 
bowling ball to 
smash the wall. 

Idee h k=) 
Glover's next port of call is the 
waterlogged Pirate world. The first 
level is pretty tedious (far too much 
slow motion deep sea diving for our 
liking) but the action hots up once you 
make it to dry land in the Cornish 
village sections. Avast ye landlubbers. 

Top trick! 
When Glover gets stuck at the bottom of the sea, with the ball 
floating overhead, his remote transformation can be used to 
Reem orale MOY a 60X61 

Boss! 
Ea dale Roll 
animals do 
eee led 
Parrots? 
Sharks? No, 
Dea 
guessed it - 
ELAS 
Yeouch. 

Pa 
Rest the ball 

oy eT Zhe) 
to complete 
the puzzle. 



Loadsaballs | 
The R button is used to change the ball into one 
of three alternative states, although the 
standard rubber ball is by far the most useful. 
The bowling ball is used for breaking through 
cracked walls into secret areas but it's too heavy 
to bounce or roll up slopes. The ballbearing is 
handy for rolling around underwater and for 
using with some of the magnet puzzles that 
occasionally crop up towards the end of the 
game. The last one, the crystal, is only really of 
any use to expert players — it awards double 
points if you use it to collect the Garibs but 
even the slightest knock will be enough to 
shatter it to smithereens. 

eagle ie) a4 Fear 

a 
<a 
J 

The climate is the biggest threat here. One minute you're The penultimate level is a real Hammer horror concoction, , ~ 
sliding over sheets of ice, the next you're being fried to a although it's more likely to make you tear your hair out with 
irs mee MeL emo) ira EN ON MU cme a OM TaL tol UEC UCM UM est ime (mcm Cele MeN Melt me- LNA mdm ALI) 
the wandering dinosaurs, rolling snowballs and improbable ledges and you'll be transported back to the last of the 
leaps of faith. infrequent checkpoints. 

Top.trick! Top trick! 

CHEATS 
You might notice that 

| pressing certain buttons 
when the game is paused 
produces squawking and 

Playing around in the snow quickly results in the ball becoming Look out for the mischievous green spirit who transforms your ball burping nore This is part 
so covered in ice it becomes difficult to move. The only way to into a number of strange new forms. The flyaway beach ball is the of Glover's comprehensive 
avoid this is to bounce it constantly to shake off the snowflakes. only really useful one though. 

Boss! Boss! 
Dinosaur-in-an-ice cube! The evil Cross It's Frankenstein time, and it really 
Stitch has obviously been up to his = - is shockingly difficult. That was a 
devilish tricks once again. RY a ela 1S 

ON ihe 

Where's that 
floor going? 
dE laceeu mele) 
aplenty in 
CUTE a 

One good bounce should 
RE) Melee) rl a 

Space 
Low gravity and toxic pools of 
green Moon Slime (or whatever) 
FU -am Mit UN ace ete Cal (4 
barring your way to Cross Stitch's 
off-world lair. You'll also have to 
make use of the ballbearing's 
magnetic properties in some of the 
game's most intricate sections. 

Top trick! 
When the little waddling alien 
creature crystallises your ball in its 
turban (bear with us here), wait until 
there is plenty of clear space behind 
it before stomping the floor nearby. TNR Le RDAs La 

Pett Cem ee mee 

Now that would be telling, ahh. But 
you'll not be surprised to learn that 
you have to stock up on plenty of 
lives before taking on this monster. 

In space, everyone can see 
you getting flattened by 
those squishing pistons. 

in-game cheat system, 
which allows you to 
completely ruin the fun and 
finish all the worlds with a 
minimum of effort - if it's all 
proving too much for you. 
Want to know what the 
codes are? Well there's.. 
bzzt... hello, are you still 
there... hiss... you're 
breaking up... bzzzt... 

Swing low, 
sweet 

chopper. 

| 
Ur eee) 
mighty fine 
tlle felae) eh Cg 
you've got 
ee 

ee) 
Perales 
impressive score 
there, Glover. Have 
Nel mole S TET e] 
ETc ie mem a 
asl 1 eel EFd 

NGM 69 



TRAMPOLINE 
Normally the last thing 
you'd want to do is get 
Glover to stand on the 
ball on dry land - it's 
bad enough in the 
water. But if you climb 
on top and hold down 
the jump button it's 
possible to bounce up to 
previously inaccessible 
areas to collect hidden 
Garibs and spells. 

t's difficult to classify Glover. On 
the surface, it looks like a 
traditional 3D platform game, with 
the usual range of moves, murky 

graphics, and the obligatory 
wobbly camera system. In fact, 

, were it not for the happiest 
piece of glove/ball interfacing 

_” we've ever had the pleasure of 
rolling into, this review might 
well have turned into a sub-Gex 
pasting of the highest order. 

The idea behind Glover 
sounds simple enough — 
manoeuvre your bouncy ball 
to the end of each level 
without damaging it or losing 

it down a bottomless pit. 
However, the amount of 
control you have over the 
ball, and the expertise 
needed to finish even the 

= simpler levels, is where the 
game climbs head and shoulders 

above unimaginative dross like Gex. 
Grab the ball with the disturbing 

thumbless glove, and you have a 
bewildering range of abilities at your 
disposal. The most basic of these is simply 
rolling the ball around, a task for which 
the analogue stick is the ideal control 
device. Pretty soon, though, you'll come 
up against an obstacle that you can't roll 
around (a flight of stairs, for example), so 

you'll have to tap B to get the ball 
bouncing. Once the ball is in the air, the 
control system changes slightly — holding B 

right angle or the right bounce. It's 
frustrating, not least because you usually 
know exactly what needs to be done, 
but are continually thwarted by the very 
demanding control system. 

...the amount of control you 
have over the ball, and the 

expertise needed to finish even the 
simpler levels, is where Glover climbs 
head and shoulders above dross like Gex. 

freezes the ball/glove combo in mid air, 
ready to line up a throw and tapping Z 
drops you back down to the ground if you 
change your mind. The A button is used to 
slap the ball (harder and lower than 
throwing it) and, by using different 
combinations of these four basic moves, 
you can get the ball over and around 
some pretty improbable hazards — if you're 
good enough. 

For the first few hours of play, you'll 
only be able to achieve most of Glover's 
moves through persistence rather than 
skill. If you can't seem to bounce the ball 
across that gap or throw it up onto a high 
ledge, then repeating the same action 
again and again will eventually get you the 

Visually, the game is nice enough, 
even if it's hardly Banjo-Kazooie — the ball 
is convincingly spherical though, which 
might explain what happened to a lot of 
the polygons that would otherwise have 
been used on the rest of the game. The 
graphics do get a lot better the further you 
progress into the game, although it's never 
quite free from heavy fogging and 
blurriness. 

Occasionally there's some dubious 
collision detection in there as well. It 
certainly doesn't ruin the game, but you'll 
soon notice that sometimes the glove will 
appear to bounce off walls, particularly 
sloping ones, before it actually collides 
with them. When you're bouncing the ball 



Each level has a set number of Garibs (otherwise known as 
playing cards) placed in open space and in tricky hidden areas. 
If you collect them quickly, you're awarded more points for 
them and, if you use the ball to collect them, you get a handy 
2x points multiplier. Using the crystal to collect them will 
increase the multiplier to 4x but it's almost guaranteed to end in 
tears when you bump it into a wall a little too hard and it 
shatters into a thousand pieces. If you collect every single Garib 
on all three main levels in a world you can access a bonus level 
where big points can be earned. 

im cel meg laa) 
ball to the next 
island, and miss, 
Teese 

<] When Auntie Dino 
sees Glover, love 
hearts fly out of her 
Toren 1 i) a 

Excellent. A beach ball. But you [> mi 
won't find any nice young 

ladies in bikinis around here. 7 VISUALS 

around, it’s too fast to see if the esta 
same thing is preventing you pS 
from throwing it up onto a 
difficult platform, but it doesn't " 
exactly inspire confidence in the 
game's mechanics. 

Fortunately, it doesn't 
happen often enough to ruin the game, V 
and Glover is good enough to make you 
come back to the console shortly after you A 
switched it off in disbelief at the 
outrageous difficulty level of some of the 
later puzzles. Once you manage to pull off 
your first flashy little manoeuvre, you'll é 
want to practice until you can repeat it at rad oe 
will to show your friends because, unless m a re 
they've spent a few days with the game, il ‘ 
they'll have absolutely no idea how you F 7 LIFESPAN 
did it. And that's a very good feeling. wit 2 = 

Glover is so tricky to get into, ® 

7) SOUNDS 

elma teem clol melee meme (24 
the ball over those deadly spikes? 

7) MASTERY 

you might get fed up of repeated 
failures long before the control 
system ever becomes 
second nature. But if 
you're after , VERDICT 
something a little bit 
out of the ordinary, 
and you don't mind 
putting up with a few © 
annoying quirks here 
and there, it's 
recommended as a — 
unique experience. © 

MARTI 
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eee We reviewed Bomberman Hero on 

YI its Japanese release in N64/17. PREVIOUSLY IN N 

Lol 
= 
1] 

ae 
i 
rae, 

his is a strange one. 
A Bomberman game that, 
a) doesn’t have a multiplayer 
game, b) grants Bomberman the 

ability to jump, and c) is a 3D game that 
doesn't allow you to move freely or even 
have a 3D camera. There’s something 
amiss, you'd rightly ponder. 

Hero, though, isn't quite as dull as 

Bomberman 64 which was so empty it 
could have come free with a kilo weight of 
tumbleweed. The lack of a bomb-laying 
deathmatch means Hudson have had to 
concentrate their ‘skills’ into the single- 
player game and the result of their 
combined efforts is what you see around 
you: a colourful, diverting platformer, but 
one that seems to herald from a 
completely different era to Mario 64. Or 
Banjo. Or even Goemon. 

The game is split into five worlds 
which, in turn, are divided into three 
sections each and then between three and 
five sub-levels. Each sub-level lasts about 
as long as it takes to switch from Banjo to 
Kazooie, so don't expect long, sweaty, 

skill-heavy missions. Hero is full of quick- 
fire sections where, sometimes, you only 
have to perform a single task to complete 
your level objective and progress. 
However, it's bolstered up with big bosses 
— mechanical chickens, disturbing clowns, 

eagles made from bricks and catwomen 
with whips — and a variety of sub-games, 

VISUALS 5 
Good enough but never 
stretching the machine. 

Japanese techno beats of 
the nicest variety. 

MASTERY @ 
Plenty of pop-up and 

slowdown and a flawed 
camera. 

LIFESPAN 6 
The levels are a little 

bitty, but there's plenty 
of them. 

VERDICT 
It's nothing special but 

it's good enough to keep 
you at it. Quirky, happy 

and above average. 

Pe 
You can 
Ry] 

couple 
ale 
gems in 
le 

ol 
how do 
you get 

in? 

Vrs 

From Zero to Hero... 

Brick. Lion. Rod BA) 
NWA made from 

Lolila a : 
Watch = 
out for . 
those 
bombs = 
he’s firing 
oleh) 
alte _ LS an7 

a) 

arly 
NINTENDO 
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The disturbing, one-eyed 
Ryo (Am YET ee ee) 
string of blue laser into 
your direction. Nasty. 

with the multi-faceted 
B-man able to fly, dive, 
jet ski, snowboard and 
bounce about on 
that green 
rabbit from the 
SNES games. 

And the 
action certainly 
comes thick and 
fast, with some 
sections even 
suffering from 
slowdown due to 
the amount, and size 
of, the enemy attacks. 
The environments also change quite 
rapidly, with Bomberman’s range of 
‘weapons’, including fire, salt and ice 
bombs and detonators, tied in to each. His 
ability to jump also allows the game, 
strangely enough, more of a degree of 
freedom than its predecessor, despite the 
fact that you can never whizz the camera 

Bomberman legs it 
about a board of 

PlayStation symbols. 

Snow 
skis out 

and 
Tog 

for 
action. 

Th 
e.. 

Mad clown man spurts forth his lasers. Timing 
those jumps, as you run, is the hardest bit. 

Ae 
5 el aera 
(peer ee aeSe ri 
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Looks a fairly standard 
jump, eh? Well, yes. Sort 
of. But, if you fall in, you'll 
be dragged away to doom. 

round the full 360°. In the first \ 
N64 Bomberman game, you \ 
couldn't reach any raised 
platforms at a//. Now, if 
there are raised sections, 

you can leap up and 
carry on your quest 
valiantly. The 
camera 
restrictions 
means you 
won't ever enjoy 
3D adventuring of 
the kind you'll find in 
Mario or Banjo but the sheer 
amount of extra leapage signals a 
refreshing change in direction. 

Despite this, though, Hero has some 
annoying niggles. For starters, the game 
seems to work on just the single difficulty 
level, meaning the end sections are just as 
easy as the beginning. Also, enemies 
appear to regenerate on top of you quite a 
lot of the time which leads to some 
untimely, and frustrating, deaths. And, in 
the ‘unique’ camera, Hudson have a 
system with as many faults as positives. It's 
definitely a problem when you can't see 
behind certain buildings, even though 
you're expected to walk behind them and 
collect crystals, and it's even more of a 
hindrance during sections where you have 
to run into the camera and then either fall 
off an unexpected edge, or knock into a 
suddenly-just-there nasty. 

But, Hero is a decent enough 

experience. It doesn’t tax you enough or 
display anything approaching invention 
(bits are nicked left, right and centre from 
the likes of Mario, Lylat Wars and Mario 

Slippety- [> 
E/T Yaa} 

world. 
TRL 
slip and 

slide. 

A Fly above the castle and 
drop bombs on to your 
enemies below. They'll 
kill you off otherwise. 

Kart) but there's a jolly, 
enjoyable streak to its 

simplistic style. And, 
most importantly, it 
appears to have 
survived the demise 

of its renowned 
multiplayer mode without too 

much of a problem. 
Nope, it's not brilliant 
and it's definitely not 
Banjo. But, then 
again, you were 

probably well aware of 
that already, weren't you? 

TIM WEAVER 

Big fat flying boss. The propeller on 
Nol 10 WC) oT Lede 

We had a few problems with him but 
V we think you need to get above him. 

BGG) OF Q2NO 

PFN ek Tee) eae Lol 
deal with the robot bird. 

WAIALAE 

eve Waialae got a sound shoeing 
PREVIOUSLY IN IYI Tn eee ns 

a 

LOUNTRY 
eit: 
ae) eg See) Ge) 

Hula girls, beautiful 
weather, palm trees 
and tawdry old golf... 

Waialae Country Club 
Nira prom 

es, yes, yes. We reviewed this 
in last month's N64 but, with 
Waialae Country Club about 
to enter your local EB on PAL, 

we thought it best to update you. Or, at 
least, ward you off. 

Let us explain. T&E Soft develop a golf 
game based around the course at the 
Augusta Masters and release it in Japan. 
Nintendo then tell them that, if they 
completely redesign the courses to take in 
the more attractive Waialae course in 
Hawaii, they'll release the game in 
America. All fine. With one slight problem 
that Nintendo should, perhaps, have 
foreseen. The courses may have been 
redesigned but the gameplay remains the 
same: tatty, ancient and dull. 

It looks awful, for a start, with the 
digitised golfers bringing back memories of 
Pit Fighter. And its ugliness doesn't stop 
there. The 2D crowd are laughable and the 
shabby graphics often make playing shots 
needlessly difficult. But, more than that, it's 
just so stale to play. The holes appear to 
merge into one — green and a bit of blue 
sky — and the difficulty curve is stagnant, 
set somewhere around the ‘mostly easy’ 
mark. And, of course, the quality of the 
course design makes a golf game. And the 
quality here is non-existent. 

Don't buy this. Wait, instead, for PGA 
or Actua Golf... 

<J 
Once 
Nel c-) 
Cm 
elt 
you can 
bring up 
the age- 
old grid. 

A 18 yards, eh? Not 
great, is it? Still, 
be thankful for 
small mercies. 
You're on the 
green. Phew. 

EIU E: 
Terrible. 

EET T 
The leprosy of 
commentators. 

) MASTERY 
In no way, shape or 

form. 

Citi. 
If you pretend the faults 
don't matter, you might 
see it through to the 

18th hole. 

VERDICT 
Waialae doesn't improve 
on Augusta Masters. 

It's just got new courses 
that are equally as bad. 
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PREVIOUSLY IN N64 

‘Strap ayplank to your feet, oft fall down,theside of.a 
~mountain. Just make ‘sure =u radlig for the air 
ambulance first: | 

ith the Japanese version having beén-available for. 
well over six months now, and the AustraliansPAL 
conversion»proving to,be a hugely popular 
import, there are.probably a good deal fewer 

téntialyN64 snowboarders out there now, than Nintendo of 
Europe would have liked. 

nyway, the wait is now over, Nintendo having deemed that 
mmer out of the way, we fickle Brits are finally ready for a 

winter sports game. Of course, it’s no closer to snowing now 
an it was back in April, but that's not important. What really 

“matters is that everyone can get the chance to see just. what an 
outstanding racer 7080° Snowboarding is, before Japan and 
America get hold of the sequel. 



The trouble with stunts 
A There's no place for your fancy Snowboard Kids, 
IS kiss Pe wes e , gravity-defying magic stunt action here. 1080° takes 
gery the , ’ itself very seriously indeed, and if a stunt isn’t 

ereeaa als! iS) j ; 9 feasible in real life, you can't attempt it in the game. 
in the game - 2 a" Ps This means that you're restricted to spins and grabs, 

1oY=-T0 a1 aN ; : ’ with only the Panda boarder able to perform a flip. 
Tel) a % What's more, the combo-based trick system is 
eat . phenomenally difficult to get to grips with, and even 

LUE Ln , if you do manage to pull off a 720° or better (the 
full 1080° is 

Fite [Tae rae 3 Zi beyond the reach 
REL Lis l P< Ss 8 ; of all but the 
Rye alle] off a) = calmest and most 
for the ladies. ersistent 
Look at me! P ; Nv gett eee | Do lai eas p e gamers), there's 

every chance 
you'll mess up 
the landing and 
lose all your hard 
earned points. 
Frustration, thy 
name is Trick 
Attack. 

24.108CAIR 

mmo wy 

BESipUORE, SOOO} 
JAN Jump through the burning ring o’ fire, 

<J ~~ then make a horrible mess of the landing. 

That’s a respectable top score for the Air 
Make course but it’s hardly spectacular. 

The full 1080°. The most outrageously [> 
difficult move in a computer game? 

SELECT LEVEL 
laa) 
where it’s 

The one-player game is divided i234 0 ta te 
into three championships, with ecourtted ot ee 
four, five, and six courses in , ratetol ated 
each. The earlier courses are ow Re Pere 
duplicated, but it’s nota ; ae eee 
straight copy — the time of day : 4 
and weather conditions vary to 
give a different look to each 
oné, with blizzards and fog 
descending on the harder 
levels. Luckily, time trials all 
take place in the default 
conditions, so you won't be 
hampered by poor visibility 

ike OPP TRIS PPE sehir 
2 ae 

Nice pink sunset there. 
The sheep will be doubly 
frolicksome in the morning. 

when trying for that perfect : = <{ Crouch down to build up a 
clean run. . ley ce MeL 

rN 



SECRET BOARD 
If you can pull off every 
single stunt in the 
training mode (the list 
turns red once you've 
done them), you can 
race on the back of a 
large, flattened penguin 
by holding Down-C 
while selecting your 
board. The p-p-p- 
penguin board seems to 
have better stability and 
is easier to land than 
most of the normal 
ones, but you'll lose a 
little cool riding it. 

Te, dughh 
£3 

¢ 

SES itt OES € 

SIO YF BGPGB LVS hig 
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Sale 
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: CWO ane (sometimes) 

YB OA Fee 
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There are only six courses, but they've been meticulously designed by the 
team behind Wave Race, and are all superb time trial challenges with plenty 
of hidden shortcuts. 

Crystal Lake Crystal Peak | Golden Forest 

Championship time: 1/06” Championship time: 1'32” Championship time: 1/25” 

quickest route here is found by 
jumping up to the ledges on the right. 
Stick to the right of the track all the way 
down and only the mogul section will 
prove problematic. The best way to deal 
with it is to switch to the zoomed out 
camera angle. 

The main difficulty you're going to have 
with this first course is landing after the 
big jump about a third of the way down 
the course. Pick yourself up, brush the 
snow off your £300 puffa jacket, and 
there's a nice shortcut to be had just past 
the hut on the right. 

A pure racer’s course, with only a few 
difficult hazards to slow you down. A 
clean run isn't guaranteed though, due to 
the unforgiving walls, high speed turns 
and sheet ice. There are two shortcuts 
through the trees — take the left hand 
route each time. 

Ahi | 
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The single most difficult thing to master in 1080° 
is landing. The trick is to angle your board to 
match the angle of the snow you're going to 
touch down on. But the game is so picky that it 
has to be an absolutely perfect match. Mess it up 
by even a fraction of a degree, particularly when 
trying to land on ice, and you'll take tumble after 
tumble after tumble, and your energy bar will only 
last about two-thirds of the way down the course. 
Tapping Z just before touching down should help 
smooth things out but often results in an even 
worse fall. It's pure frustration all the way until 
you realise that to land perfectly from many of the 
major jumps and ledges in the game, you don't 
actually have to move the joystick at all, as you're 
already in the ideal position. Sadly, that tip won't 
help in the slightest in Trick Attack. Sorry. 

eM eho 
the cameras by all 

ee ial a cele (18 
about the landing. 

vale 
2550 50ilt 



Mountain 
Village 

Championship time: 1'42” 

The most frustrating course of all. Getting 
down in one piece is no mean feat, and 
actually winning takes a superhuman 
effort. The only real shortcut is in the ice 
tunnel, where you should take the first 
split to the right and stay left after that. a 
A little bit nasty. 

tilt Oey 
Ybih\ 2 mamas 

ew oes 
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rom the moment — a second 
after the announcer first yel 
“Go!” — your snappily attired 

j 

snowboarder trips over a mogul » 
and goes flying head first into a rock, you 
know that 1080° is going to be a 
deliciously severe challenge for your 
gaming expertise. 

This is a game you will never complete 
by simply muddling through and taking 
advantage of the odd lucky break. Your 
first few attempts, particularly on the evil 
Mountain Village course, will end in abject 
failure as your battered boarder collapses, 
twitching, into an invitingly soft snow drift, 
curls up into a snug little ball, and sinks 
into a coma. Make no mistake, 7080° is 

Dragon Cave 

Championship time: 1'39” 

After the fantastic near-vertical drop, 
you're presented with six separate routes, 
over the high ridges or down on the piste 
below. We'd advise against dropping 
down, as you'll have to make too many 
risky jumps. Stay on the far left ridge, and 
jump through the tunnel. 

Ta 

nota game for beginners or people who 
don't like watching grungey teenagers 
suffer life-threatening injuries. 

If you're an expert at Wave Race, 
you'll have a head start with 7080°, as the 

control system is very similar, albeit a lot 
less forgiving. The boards respond instantly 
to the slightest twitch of the analogue 
stick, using gentle diagonal tweaks to flip 
the back end out and drag you through 

This is a game you 
will never complete 

by simply muddling through. 

GHOST RIDER 

Deadly Fall 

Championship time: 1'15” 

Nintendo saved the best ‘til last with this 
fast, wide open course. The easiest way 
down is to follow the more gentle route 
to the left, but it's quicker, and in true 
boarder fashion, to skip over the ridge 
on the right and make a monster jump 
into the glacier half pipe. 

Wie eee! 
DAMAGE sul | 

the perfect racing line. If you leave the 
ground for any reason, and it happens 
rather a lot on the six bumpy 

courses, you only get a split second 
to adjust the pitch of your board to 
the surface you're about to land on. 
Get it right and you'll slide happily 
along, just as if you'd 
judged the swell GO! 
perfectly in Wave Race. GO! 

November 1998 



VISUALs 
Looks as smooth and 

chilly as the real thing, 
but what went wrong 
with the two-player 

mode? 

Perfect sound effects, 
but the music is a 

matter of personal taste 
(or not). 

MASTERY @ 

perfect, and the courses 
are expertly designed. 

LIFESPAN J 

truly mastering it, you'll 
have been playing for 

months. 

VERDICT 
| If you class yourself as a 

‘hardcore’ gamer, this is 
one you simply must 

play. 

Contest mode 

The control system feels 

“| If you ever come close to 

ils 

| igi 

O'4A3"09 

Get it wrong and you'll either stumble and 
slow down (if you're lucky), or you'll wind 
up in a heap with your energy bar afew 
notches closer to an untimely demise. 

Pulling off stunts is teeth-grindingly 
difficult too,»sinee all the best ones involve 
making several 360° spins on the pad and 

ingathe R or B buttons to link them 
while simultaneously keeping 

( the angle of your board so you 
jon't take a tumble when you hit the 

floor. Sometimes it just seems as if 7080° is 

eing completely unfair. 
Eventually though, it all starts to click 

into place. You might never quite get the 

The Contest mode is a combination of trick and time challenges. Crystal Lake, Crystal Peak and Golden 
Forest make up the racing section, with flags to add extra time and stunt combos adding extra points, 

and they are divided up by pure trick challenges on the Air Make and Half Pipe stunt 
arenas. The object of the game is to get the highest cumulative points score over the 
five courses, so a cop out zero on Air Make simply won't do. It’s a brilliant addition to 
the main game, and getting a decent score in all five consecutive events is an epic 
feat. We reckon a total of 100,000 or over is respectable, with man/boy separation 
beginning at around the 140,000 point mark. 

Grabs are fine, but 
eo EL) 
Eye) mao cola) 
combo bonus. 360°+180° combo. 

ee) 

Py AN Re 
guaranteed to hurt. 
Call the doctor, now! 

Lens flare is used to 
spectacular effect. 
The light-sourced 
graphics are superb. 

made you want to throw your N64 out of 
the window, because 1080° is a very 
rewarding experience once you've settled 
into it. 

«the characters’ baggy 
clothes ripple inthe breeze 

when they Catch some air. 

knack of pulling off perfect stunts every 
time, but you will be able to beat our 
Championship times and thrash the 
computer on expert mode by making it 
down to the bottom of every course, more 
or less unscathed. The first time you 
complete a course without crashing once, 
you'll forgive the game for all the times it 

Another reason to forgive, is because 

of the stunning graphics, which are to 
snow what Wave Race is to water. Go 
through deep drifts and your boarder sinks 
in up to his knees, disappearing behind a 
blinding spray of powder. Skid over a 
frozen river and he leans hard to fight for 
control, kicking up shards of ice from the 

You can even pull off spins 
on flat ground, so use every 
opportunity to grab a quick 

score of more than 25,000 in 
the half pipe alone with a 
few 5,000+ bonuses. 

rattling board. The various courses are as 
smooth and pristine as you'd expect the 
real thing to look, and the characters’ 
baggy clothes ripple in the breeze when 
they catch some air. It looks utterly 
convincing. Unfortunately, two-player 
mode is a graphical:mess by comparison, 
losing a huge amount of detail including 
trees and whole chunks of landscape, and 
introducing a real Buck Bumble,of an 
impenetrable fog bank. 

But 7080° isn't really suited to.two- 
player action, as a single bad. fall will 
completely ruin any chancé of winning 
against. a half decent:player. Not to 
mention the annoying collision detection, 
which results in a stumble and loss of 
energy whenever you stray anywhere near 
your opponent. As a one-player game 
though, it's outstanding. Even the fact that 
you only get to race against one computer 
boarder at a time isn't a handicap, as most 
of the best action happens in the Time 
Attack and Contest modes. The 
opportunities to shave fractions. of a 
second off your best times or add an extra 
hundred or two to your top score are 
endless,.and the 1080° cart will be as 
regular a fixture in your N64 as Wave 
Race ever was. Just as long as you don't 
mind it stabbing you in the back every 
once in a while just when you think you've 
finally mastered it. 

MARTIN KITTS 
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collect it from you and replace it free of charge. 

FAST DELIVERY SERVICE 
usually within 3 working days for games and accessories In stock. 

RECEIVE ISSUES OF OUR BROCHURE ne os 
N64 & Mission Impossible .... 
N64 & Int. Superstar Soccer .. 
N64 & Banjo Kazooie & FREE Carry Case ...........::::::08 
N64 & Diddy Kong / Yoshi & FREE 1Mb Memory Card 

Plus get £1 off every Game or Accessory bought at the same time as you! 

We swop 2nd hand Nintendo games exchange fee from only £7.00 

Please call for details. All 2nd hand games guaranteed 

me TENDO 64 re ee THE EMPIRE 
AERO FIGHTERS ASSAULT . 

: SUPER NES 
} SNES & 5 GAMES 
= DONKEY KONG CO! 

Our full colour brochure includes information 
on new releases and special offers. 

It costs £1.20 (to cover P&P) for every three issues. 

FREE GIFTS = Rocalve a tree T-Shirt or Gameboy 
Pocket Calculator f you order nine or more Issues, 

Certs £90.99 
-£119.99 
£119.99 

1 new N64 

Ask about our Extended Warranties 

ULTRARACER 
Revolutionary mini hand-held 

steering wheel. Great control. 
Get £3 off any game bought at the same time as the Ultraracer 

for three months 

+ DONKEY KONG COUNTRY 3 . 

FREE N64 a Case 
MAN 64 

& 

edi WAIALAE GOLF .. 
WARGODS .. 
WAVERACE 64 . 
WAYNE GRETZKY .. 
WAYNE GRETZEY 9} 
WCW vs NWO... 
fone i NWO LIVE 

WORLD ‘CUP 98 
WWF WARZONE 
YOSHIS STORY .. 

a : 
US NINTENDO 64 New 2nd HAND: 

N64 PASSPORT (Uses a code system {o play any 
Jame from any territory) 24. 
INIVERSAL ADAPTOR... 16.99 
£13.99 if bought at the same time as any 
EAOFIGHTERS ASSAULT. 
BIO FREAKS 
BUST A MOVI 
CHOPPER ATTA\ 
CLAYFIGHTER 63 1/3 

BUST A MOVE 2 
CLAYFIGHTER 63 1/3 
CHAMELEON TWIST 

Ee 
F1 WORLD GRAND PRIX . 
FIGHTERS DESTINY 
FORSAKEN 
GASP. 

GOLD! 
& FREE N64 Game Case.. 
GT 64 
HEXEN . 
HOLY MAGIC CENTUR' 
IGuY'S RECKIN BALLS 
INT. SUPERSTAR SOCCI 
INT. SUPERSTAR SOCCER 95 
KILLER INSTINCT GOLD . 
LYLAT WARS. 
LYLAT WARS & RUMBLE PAI 
MACE 

2 TETRIS PLUS ... 

} TERRANIGMA . 
} YOSHIS ISLAND 

“ALL : GAMEBOY POCKET CAMERA 
: GAMEBOY POCKET PRINTER 
: GAMEBOY POCKET CAMERA 
: PRINTER 
: GAMEBOY POCKET - PINK, 

Oy; DONKEY KONG LAND 

: JAMES BOND 007 
: KIRBYS DREAMLAN 

: MONOPOLY . 
MYSTICAL NINJA 

: POCKET BOMBERMAN . 

ILLUSION OF TIME 
PILOT WINGS .. 
SUP' MARIO ALLSTARS & 
‘SUP' MARIO WORLD 

With built in Force pak. True analogue 
steering, accelerator and brake. 

_Memory card slot. £51.99. 

V3 RACING WHEEL 
300 wheel rotation, adjustable wheel positioning, 

unique table-top or under-leg mounting option. 
Programmable fire buttons and separate 

analogue foot pedals. £54. 99° 

GAMESTER 
STEERING WHEEL 

New Rumble effect. Programmable Foot 

Pedals. No Batteries required. 

VRF1 ARCADE WHEEL 
Analogue wheel with programmable buttons 

for the ultimate te driving simulation 

TOP DRIVE 
STEERING WHEEL 

With programmable stick shift and racing 
pedals. Rumble pak compatible. Works on 

N64, PSX & Saturn. £54.99 

CABLES AND CARDS 

ZELDA... 

GAMEBOY 

BLUE, RED ETC..... 
GAMEBOY POCKET - SILVER. 
GAMEBOY POCKET TRAVEL BAG. 
ALLEYWAY .. 
DONKEY KONG 

DONKEY KONG LAND 2.. 
DONKEY KONG LAND 3.. 

LEMMINGS .. 
MARIO & YOSHI 
MOLEMANIA 

SMALL SOLDIERS. 
TAMAGOTCH 
TETRIS 1 & 

MISSION IMPOSSIBLE 
MORTAL KOMBAT 4 

NASCAR 99. 
NAGANO WI 

} TUROK DINOSA\ 
: VRALLY . 
= WARIOLAND 
+ WARIOLAND 2 

00 : WORLD CUP 98 

NINJA .. 
NAGANO WINTER OLYMPICS 
NBA HANGTIME .. 
NBA IN THE ZONE 98 

Action Replay - Hundreds of built-in 

cheats for all the best games, fully 

programmable memory. Memory Manager 

and smart card slot add fantastic expansion 

feature ..... 

S-VHS Cable - Gives better quality than a 
scart cable but requires SVHS compatible 

TV or Video £6.99 

Scart Converter Cable - Converts TV 

signal, to enable you to play a USA or 

01993 844880 
THE NINTENDO SPECIALISTS 

INT. SUPERSTAR SOCCER 98 
£34.99 
GET £2 OFF ISS 98 WHEN YOU 
BUY EITHER A SPECIAL EDITION 
ISS 98 STICKER KIT FOR £9.99 = 
OR A SPECIAL EDITION OFFICIAL ISS 98 
MEMORY CARD FOR £14.99 AT THE SAME TIME 
AS THE GAME. 

GET £5 OFF ISS 98 IF YOU BUY THE MEMORY 
CARD AND THE STICKER KIT. 

‘SOFT CHARACTER TOYS: 
They are sooooo cute. 

Available - Banjo with Kazooie, 

Mumbo Jumbo, Yoshi, Donkey 

Kong, Diddy Kong, Bowser, 

Wario, Mario, Luigi & Toad £9.99 

GET £2 OFF IF BOUGHT WITH BANJO KAZOOIE 
BUY ANY 3 TOYS AND GET DONKEY KONG FREE 
ALSO AVAILABLE 12" PLUSH TALKING 
CHARACTER COLLECTIBLE £19.99 

STICKER KITS 
Available - England Flag, 
Gold & Silver 

Also available for PSX. £9.99 

PLAY ALL GAMEBOY GAMES ON YOUR N64 IN FULL SIZE, IN 
COLOUR AND WITH FULL STEREO SOUND supPoRT £33.99 
GET £2 OFF IF BOUGHT AT THE SAME TIME AS ANY GAME 

NHL BREAKAWIAY 38 : PLAYSTATION 
NUL oO 2 PLAYSTATION ... 
NEL QTR BACK CLUB 98. 
OFF ROAD CHALLENGE. 
PAPERBOY 
PILOT WING 
QUAKE . 
RAMPAGE WORLD TOUR. 
ROBOTRON X 
SAN FRANCISCO RUS! 

GRAN TURISMO 
INT. SUPERSTAR 
RESIDENT EVIL 2 

: TEKKEN 3 
WETRIX..... * TOMB RAIDER 
WWF WARZONE 

Aum 
CIAL RUMBLE PAK 
nble 2 Pak shakes your controller ' SHOCKWAVE 

ey 2 you.can feel ' Unique SHOCK SENSOR adds 
1 force feed-back to ALL GAMES 
! Built in 1MB Memory Card. 

' only £22.99 

INTERACTOR 

+ COLIN MCCRAE RALLY . 

WORLD LEAGUE SOCCER 98 

Explorer Cheat Card- Blows new games Japanese machine 
wide open, adds life to old games ..£29.99 

Joypad extension cable................£6.99 

Pair of extension cables ............£11.99 

‘Scart Cable - Improves picture and 

sound quality .. ic £8.99 
Stereo AV Cable - 3 Paar nies with 

scart adapter £8.99 

MISCELLANEOUS 
Golden Eye Players Guide 
Official Mario Kart 64 
Players’ Guide . 

Official Mario 64 Play le 
Official Quake Players’ Guide .... 
Official Yoshis Story 
Players' Guide . 
WCW vs NWO guide 
Official Mission Impossible Guide . 
Official WWF Warzone Guide . 
Official 1080 Snowboarding Guide .. 
Official Banjo Kazooie Guide 
N64 Cleaning Kit .. p 
N64 Passport - Uses a code system to 
enable you to playany ame for an 
territory on any N64 system £24. 
pene (UK/USA) - Doesn't play 
all games . £ 

256kb Memory Card 

1MB Memory Card 

4MB Memory Card 

8MB Memory Card 

Scart Lead - with stereo audio 

Official 256k Memory Card 

1SS98 Official Memory Card 

£24.99 

£9.99 

£13.99 

£7.99 

£10.99 

£14.99 

£18.99 

£14.99 

LASER POINTERS 
These Lasers are Class 2. This 

classification is stated by the DTI 

as being safe. Projects a visible dot 

over 100 yds. Batteries included. £17.99 

Ask about our Extended Warranties 
COLOURED OFFICIAL 

NINTENDO 64 CONTROLLERS 
Available in blue, green, red, black and yellow 

only £19.99 OR £17.99 FOR 2 0R MORE 
GOLD CONTROLLERS £29.99 

SHARPPAD PRO 64 
Enhanced controller with Auto-Fire and slow motion functions 

only £19.99 

SHARKPAD PRO 64? |= FEEL THE FORCE 
| This back pack enables you to 

Comms link 
Carry Case for Nintendo 64 
Official Deluxe N64 Carry Case 

(£34.99 
£12.99 
--£19.99 

Enhanced controller with Auto-Fire and slow motion functions 

only £22.99 
| experience the blows, kicks and explosions. 

N64 Games Cases (Pack of three)..£5.99 
MULTI-CASE £18.99 

roomy, Be cepa lightweight 

9am to 8pm Monday-Friday, 10am to 7pm Saturday, FAX ORDERS ON 

11am to 4pm Sunday & Bank Holiday 01993 840750 
Exchange policy on new goods - if you are unhappy with your goods for any reason, simply return them in perfect condition within 3 days 
of receipt by recorded delivery and subject to a fee (10%, minimum £5), we will swap it for another item. We reserve the right to refuse 
exchange if the item is not received back in PERFECT condition. 

| N64 & PSX Compatible £24.99 SUPER PAD COLOURED 
8 way digital direction 

control, memory card port 

only £15.99 

Available in 
Black, Blue, 

Green, Red and 
Grey 

Design may vary 

SUPER PAD 64 only £14.99 
SUPER PAD 64 PLUS 

Auto-Fire and slow motion features and memory slot 
only £18.99 

MAKO PAD 
' High precision control. Has Auto-Fire, slow motion and memory slot. 

only £20.99 only £14.99 if bought with any game 

MANTARAY ONTROLLER 
early superior controllers. Auto-Fire, Turbo. 

Available in Clear Blue, Clear Red, Black & Grey. 

£16.99 

TRIDENT PAD 
only £14.99 
TRIDENT PRO PAD 

Auto-Fire, slow motion, memory slot. Rumble pak compatible. only £16.99 

casH [_] CHEQUE (Immediate cheque clearance) POSTAL ORDER[_] carD[_] 
CT C CT Cl | EXPIRY 

CARD NUMBER El | | | I DATE: 

PLEASE KEEP COUNTERFOILS IF SENDING POSTAL ORDERS. ONLY SEND CASH IN A RECORDED/REGISTERED ENVELOPE. 
CHEQUES PAYABLE TO: EXCITEMENT DIRECT, 1ST FLOOR, STREATFIELD HOUSE, ALVESCOT ROAD, CARTERTON, OXON, OX18 3XZ 

Inevitably some items may not yet be available. Please phone to check availability. 
Prices correct at time of going to press. E & OE 

PRICES ARE SUBJECT TO CHANGE. PLEASE THEREFORE PHONE TO CONFIRM CURRENT PRICES. 

Available 
in Red, 

zen, Blue, and 
Grey 

Ref: N64 EXCITEMENT DIRECT LIMITED 



Beccles) 
from this page forward 
ECR aon Ch 
in Japan or America. 
Because N64 is fully 
independent from 
NTT ite (oMm Une F 4a LS 
Ummm CUO Roll 
them immediately. When 
Ae Cle 
UK, we'll bring you a 
new, updated review. 

Trump World 

BOTTOM UP 

here aren't many N64 games 
that are based around card 
games. Banjo-Kazooie had a 
few bonus sections here and 

there, granted, but you'd hardly expect 
Rare to trot out Diddy Kong Snap. And 
yet, Bottom Up have chosen to do almost 
exactly that, except the game's central 
theme is — of all things - the story of 
Alice's Adventures in Wonderland. And 
we will now attempt to explain why this 
is the worst idea for a game since the last 
obscure Japanese offering. 

The idea behind Trump World is 
so pitifully simple that it was seemingly 
devised by untrained monkeys lurking 
somewhere deep in Bottom Up's 
basement. 

Nice to see you, to see you... 

As each chapter of the story unfolds, 
a group of characters attempt to obstruct 
progress in the only way they know 
how... via a jolly game of cards (see the 
box below). And that’s about it. Every 
new level brings forth another set of 
friends eager to prove their card-playing 

It's an Alice in Wonderland 
card game. Oh what joy. 

prowess, and several more rounds of 
monotonous card-jousting. 

Part of Trump World's problem is the 
complete lack of a difficulty curve. If, like 
us, you've always found yourself being 
repeatedly humiliated whenever a deck of 
cards is present, Trump World will offer 

Trump World is a very, very dull game, and the prospect of sitting down and playing it was enough to bring tears to our eyes. It's 
our duty, then, to explain fully the tedium that Trump World has on offer by taking you through one of the, so-called, ‘levels’. It's 
probably best if you read this over the course of an hour or two, in order to fully appreciate the general pace of the game. 

ae 

A relaxing and 
Tele E ela 
Unt We 
against a rabbit, 
another rabbit and... Er, 
ERM Ge ele 
we’re not sure. It 
matters not. 

ese EME 
As none of the cards had 
Iolo K-11) ek 
bound to suffer a vicious 
hammer attack - of 
course. And the other 
rE Cee eel mL ed 

only one of the other 
players has scored, the 
dunces. Matching Pairs is 
one of the ‘simpler’ 
games to win but we 
RR oye mel! la 
triumph. 

Victory is ours! After a 
ey ROL eel ele 
cheating, where we 
wrote down where all 
the cards were ona 
piece of paper, we've 
taken the spoils. 

yas 
CIE Z 

— | 

So what's our prize? A 
car? A holiday? A 
lifetime’s subscription to 
N64, Not exactly, just 
ETel el mc RLeDC la hd 
the same game. Thanks, 
but no thanks. 



THROUGH THE 
LOOKING GLASS 
Many of the characters 
in Trump World come as 
no surprise, bearing in 
mind the Alice in 
Wonderland theme; the 
Mad Hatter and the 
Dormouse crop up, for 
example. But there are 

LuOdwi 

(i rs gen ee A also characters that 
(fill) | i) am aA" verge on the ridiculous. 

Odin kk. jek late ye In the first level you are 
Wk Pee ae a \ challenged to a game of 

“Scabby Queen’ by a 

table, a chair and a door 
— the chair laughs like 
Popeye, and the door is 
the grumpiest wooden 
fixture you're ever likely 
to see, (or cross cards 
with). The game tries to 
make you lose by 

To be fair to Trump World, it does have a wide variety of different card games on ae . your 
offer in the ‘single game’ mode. Most of them are absolute rubbish, though, falling mind... Spooky. 
far short of the social interaction provided by a group of friends and real cards. 

anIOM dwnul 
you that self-same experience many times 
over. Card sharks are scuppered too, 
because any attempt to read the poker 
face of a chair, or a mouse, is ultimately 
destined to fail miserably. 

The single game mode saves Trump 
World a smidgen. After selecting the card Ti Ww h highlighting. h A | 1 game of your choice - cribbage, or te ees hae a games worth highlighting, however. Actually, there's  @ | —% Ea 

whatever takes your fancy — and adjusting 3 ACCESSIBILITY 

a bewildering range of options, you can 
rope-in up to three of your friends for a 
game. This does enable you to skip over 
the mind-numbing tedium of the story 
mode, although it also removes the need 
for it altogether, as it acts as a ‘select-all- 
levels-before-you've-even-played-the- 
game’ mode too. 

This is a version of snap and, although it’s 
not one that we ever came across during our 
turbulent youths, it’s a lot of fun all the 
same. The object, which is difficult to 
describe, is to place any cards you have, that 
are one number above or below any of the 
centre cards, on to that centre card. Argh! 
Well, it’s great anyway, because both players 
are trying to place their cards first, and it 

Mountains of Japanese 
text, but the card games 
are so familiar that you 

needn't fret. 

a = 
Wes() 3 4 Sah 

a3. m bat + t\ 

A soothing rendition of Blackjack, or 
‘21’. Bet a certain amount of money (the 
computer places a maximum limit in 
order not to encourage excessive 
gambling, bless), and then try and get 
as close to 21 as possible by being dealt 
one card at a time. You're against the 
computer, and the fact that it’s 
completely faceless, gave us the feeling 
that we were betting against a dark, 
mysterious card shark. Probably. 

turns into a frantic race where you're not A load of cards but the 
quite sure what's going on. We haven't 
made this sound very good at all, have we. 

pop-up story book bits 
aren't too bad. 

emai” hii 

Repetitive tunes and 
irritating screams from 

the other players. 

Who'd have thought the 
N64 could manage card 

games? Curiously, several of the games on 
offer seem to have been lifted straight 
from other cartridges, and the way that There are some 
they're completely different from the redeeming features. There's 
rest of the game's style will turn you an odd sense of satisfaction eee ene — 
dizzy. Select poker, for example, and at trouncing the computer eae he 
you're immediately confronted with a opponents, if only because 
simplified, fruit-machine version of the to get that far requires a 
game, in full English. Bizarre, and joypad-smashing number of VE R DICT 
strangely frightening. failed attempts. Also, two of Repetitive and almost 

And that's about it. The visuals of the the individual card games impossibly difficult. This 
cut-scenes adopt a colourful pop-up story are vaguely exciting (see is for card game freaks 
book look that's like Yoshi's Story, which, Good Game, Good Game). and Alice in Wonderland 
when coupled with the ever-so-cute, But, ultimately, Trump World fans only. 
plinkety-plonk piano tunes, actually works is just a very expensive pack 
quite well. But they're only used as a of playing cards with a 
backdrop to the main level, where you'll talking chair thrown in! Take 
have to make do with — predictably — a lot it away, dealer! 
of pictures of playing cards. 
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Ever get the feeling you're missing out? 

EDGE 
THE FUTURE OF INTERACTIVE ENTERTAINMENT 

ISSUE 64 ON SALE NOW 
SUBSCRIBE AND GET 12 ISSUES FOR ONLY £30 

CSAVE £12) - CALL 01458 271112 





ongratulations, you've bought 
auc ee mola WR UU Es 

, and, by now, you've probably 
»,... collected all 900 notes, 100 

“ ~  jigsaws and pasted Gruntilda into the 
~~. ground. All over then? Far from it. 

Finishing the game probably put 
you in a good mood. It probably made 
you feel like the king gamesplayer in 
your house. But how good are you 
really? Can you measure up to the 

~ best bear baiters in the country or even 
the World? There's only one way to 
find out. 
Pee siccesUro) goo) Vel coh al dU mela T= UaLy 
inclusion by Rare is the game's clock. 

- Not only does this monitor how long 
you've been playing the game, it also 
tells you the amount of time spent in 
CETa amo Meson Lar tran Noll Farle 

$ Soe opportunity for some I'm the 

HOW ede 
MPM icm colts Cor ene a all oy oar ate jigsaws and two pieces 
of honeycomb. As soon as you'v COM UC 
2) The Pause screen shows the game clock, use the analogue to move to 

RUC ae Cle Ue moa (3 
3) You can record Ke} 
Camera, normal camera, or video. 

Video 
‘Signal In’ socket on your video. 

a , of them on. 

Normal Camera 
1) Fit a fast film (200 ASA or faster) 
and cover. up/turn off the camera's 
flash. (It will reflect off the screen.) 
2) Darken the room with your TV in 

Fz Uuatom le Fexe aE 

N64 signal. Save the setting. 

3) Point the camera at the screen 
eUuree aren cea 
4) Develop your film. 
5) Send it to us. 

intending to enter. 
2 Print 
Tyesymainet F your score quickly and easily). 
EXE iy esl ie us. 9) Send your video to us. 

Best-style fastest time duelling. 
Over the next three pages, we've 

divided Banjo down into its component 
levels and set a pace time to beat. 
There aren't any prizes for beating 
these times, they're just to give you an 
idea of what to aim for, but there are 
prizes for the fastest times. Just like our 
Mario Kart competition back in the 
early issues of N64, we'll be ranking all 
your times for each of the levels and 
handing out prizes to the league 
winners. What's more, there'll be a 
grand prize for the fastest overall time. 

Reckon you're up to the challenge, 
Lia Cclnean ae: Uae Axa tm tare Va [UC 
Hoya od-\ di arear- Wel] clan arse Un eeecoll aya el 0] 
name in print and receiving the 
unconditional admiration of your 
friends, lovers and relatives? You'd 
better get practising, then. 

1) Take the lead that connects your N64 to the telly and plug it in to the 

2) Connect the ‘Signal Out’ socket on your video to the TV and turn both 

3) Switch your TV to the video channel and switch on your N64 with a 

4) Find a spare channel on the video's tuning mechanism and look for the 

5) Get to the appropriate screen in Banjo-Kazooie. 
6) Pop in a tape and press ‘Record’. Press ‘Stop’ after five seconds or so. 

fies 7) Repeat steps five and six according to the number of leagues you are 

8) Rewind the tape to the beginning of your evidence (so we can see 
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Yi IM THE BEST AT BANJO COMPETITION 

MOUNTAIN 
100 notes 
10 jigsaws 

2 honeycombs 
Requirements: 

Qualifying time: 0:18:00 

It's an easy level and the 
qualifying time shouldn't pose 
too much of a problem. 
Several people have already 
claimed to have done the level 
in almost half the time, but we 
haven't seen the proof yet. 

J 

100 notes 
WOR TT Ed 

2 honeycombs 
Requirements: 

Qualifying time: 0:35:00 

The jigsaw hidden high after the 
series of pillars will probably take 
longest to collect, but overall fast 
times are tricky in the swamp, 
anyway. With the added 
complication of death by piranha, 
it's the first of the harder levels. 

Te 1a 

TROVECOVE | 
100 notes 
10 jigsaws 

2 honeycombs 

0:22:00 

Requirements: 

Qualifying time: 

ONS ol F4-x-1a Aol Manoel cael dU al alae 
around which means a longer 
qualifying time. Captain 
Blubber's jigsaw is probably the 
most time-consuming to collect 
but none of the ten pose any 
serious problems. 

Pere THANK YE ME 
ES, TAKE THIS 

‘GOBI'S VALLEY. 
100 notes 
10 jigsaws 

2 honeycombs 
Requirements: 

Qualifying time: 

Gobi's Valley is a pretty easy 
level, no? Even with all the 
flying involved there's no 
excuse for losing a life here. 
Even so, because the jigsaws 
are so far apart, a fast time will 
take a bit of planning. 

100 notes 
10 jigsaws 

2 honeycombs 

Ah! All that swimming and it's 
s000 slooooow! The key to a 
fast time here will be to think 
of a good order to collect 
your jigsaws so that you 
can avoid too much back- 
ligt daha 

100 notes 
10 jigsaws 

2 honeycombs 

0:28:00 

| 

Requirements: 

One of the levels to be 
complicated by a visit to 
Mumbo the Shamen. Once the 
snowball-throwing snowmen 
have been eliminated, you can 
scoot around the level 
collecting jigsaws pretty quickly. 



MAD MONSTER) RUSTY BUCKET 
MANSION 

2 honeycombs 

BAY 
100 notes 
10 jigsaws 

100 notes 
10 jigsaws 

2 honeycombs 

CLICK CLOCK 
woop 

100 notes 
10 jigsaws 

2 honeycombs 

Sorting out which puzzle to do 
in which order is the key to 
success here, especially as 
another trip to Mumbo the 
Siar cam Mal cesccre (panos 
the pieces of jigsaw hidden in 

£50 
It's almost certainly a good idea to 
do the propeller jigsaw first — it's 
LW aT <oe) Am atTes ea |L.<=)\ acon 4) lm OlU LE 
you get things wrong. Rusty 
Bucket Bay is almost, but not 
quite, the hardest level in the 

aL 
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TOTALGAMETIME £100 
900 notes 

100 jigsaws 

Ce rnd 

¢ 
There's no doubt that playing for a fast Banjo time is one of the hardest 
game challenges we've ever set here at N64 Magazine. There’s no room 
for mistakes along the way, and just to record one attempt is going to 
take you the best part of a day’s play. If you really want to prove your 
prowess, this is the event you've got to compete in. Good luck! 

Se ecient oe enone ll eee enone coal eee eel een | 

Me Lae oe 
best at 
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me UT MCC te Corte l Cs | Eikleo [_] or Game Boy Camera L_|proof for each entry. 

All that travelling between levels 
means Click Clock Wood is 
never going to be a speedy 
prospect. It might be’an idea 
to write down which order 
you're going to do things in 
ep foliom Ye) UNS cla 
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i for the next issue (N64/22) will 
: be printed in there. 

The final closing date for all 
entries is 30th 

" October. Final league [v0 
tables and winning 
names will be 
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CTT mol 

A of November. 
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PREVIOUSLY IN N64 

here's actually a great deal more to ISS “98 
than first meets the eye, as explained in our 
review of the feisty footballing frenzy in 
N64/20. Indeed, finding those new moves 

and extra skills often means the difference between 
defeat and victory. Soooooo... 

Rather than tell you the ins and outs of the game — 
part of the fun of playing is, after all, discovering ISS ‘98 
for yourself — we've, instead, set you 15 challenges, each 
making use of a different part of your footballing 
repertoire. This isn't going to run in the mag; it's purely 
for fun and, obviously, the satisfaction of completing a 
set of tasks which N64 sweated to overcome themselves, 
is going to be the sweetest part. 

But, don’t expect to waltz through these. They're 
going to require some skill, some thought, maybe even 
some luck. Take your place in the tunnel and enter the 
field of play... 

become an 

1ISs'9S 
Football doesn't gee nach champion better. But, just how god arg | 
you at ISS “98? by Tim Weaver 



Simply direct the analogue stick 
towards the player you want to 
pass to and then press A. By 
keeping A pressed, your players will 
play a one-touch passing game, 
knocking the ball happily between 
each other. Pass can also happily be 

"used as an alternative to the 
‘through ball. 

by rapidly tapping at 
can keep the ball up 
re of knees, feet and 

the field of play, when 

elders baying for your blood, 
not the most advisable of 

moves. But, it can actually fool 
them. Handy. 

Before we start, how about a quick rundown of the 
skills you're going to need... 

Sliding tackle 
Once in, or around, the penalty The best tackle with the most 
area, press and hold B for perfect reliable results, although it needs to 
results. Maybe. Truth is, it’s as be used with care in dangerous 
simple as pie to shoot in /SS ‘98 areas like the penalty box. By 
(just tap B whenever your players pressing Left-C, the player nearest 
are near the ball) but scoring needs the ball will slide in and attempt to 
to be more accurate. So, direct the scoop the ball out. When it works, 
ball with the analogue stick. it works beautifully. Mmm, yes. 

When attacking, tap at Left-C to 
chip the ball forward. You can also 
use it to play a ball from fullback to 
fullback. It's wildly inaccurate if 
you're trying to pick out a particular 
forward, but if you've pacey strikers 
and a flat opposition defence, you 
can get in behind with ease. 

Need to know 

a Lek a: iat as Bi lay Retd 

Through ball _ 
By tapping Bottom-C, you can also The finest movement in /SS ‘98. Tap 
watch your player go through a Top-C for instant results or hold for 
series of ‘funny spells’ or, more when players upfront have drifted 
accurately, a ‘feint'. This involves offside. The through ball works best 
stepping over the ball in an attempt when you're run square as 
to fool the oppositiion. But, while it opponents will be drawn towards 
looks dazzling, it tends not to have you leaving gaps further up the 
wayward defenders going the field for you to exploit. 
wrong way. 

Sprin tin Gg 
Sprinting has two key purposes: 
1) By keeping it pressed, you can 
make space to play an important 
through ball or a pass, and 2) It 
gives you that extra umph when 
trying to get yourself room on the 
wing to cross the ball. Simply keep 
Bottom-C pressed for best results. 

a, 2 KONAMI [) 

A super-handy way to ensure plenty 
of goalward pressure, simply pelt 
down the wings then, as soon as 
you're into the ‘crossing zone’ (i.e. 
further than the edge of the 18- 
yard box), press Left-C to loft a ball 
into the centre. Apply curl to bend 
away from the goalkeeper. 

Press A and B together for a sneaky 
push on an opposition player. With 
either Hasegawa or Heinz you'll 
most likely get away with it (though 
be wary in the penalty area), but 
with eagle-eye Carlos, you'll be 
walking before you can whistle 
sweet dixie. Good, but risky. 

The most ingenious new part of /SS 
‘98 can give you spectacular 
banana shots. Simply hold down for 
the amount of bend you require. 
They're most useful when used in 
conjunction with set pieces and are 
also good for bending balls, cross- 
field, into the strikers. 

entr-atck 
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Scenarios 

Complete all 16 scenarios 
Breakdown: Scenarios range from 
the ridiculously easy to the temper- 
frayingly ridiculous. For example, 
maintaining Denmark's 3-1 lead 
against Croatia, with just the ten F 
men, is a fairly standard operation, 
while clawing back a 3-0 lead as 
Switzerland against the might of, er, 
Norway is 
considerably more 
difficult. Complete 
all 16 scenarios 
and prove it. 

Win a shootout with the CPU set to 
Level 5, playing as Liberia against Germany 
Breakdown: This'll be pretty tricky. 
Liberia, one of the lesser sides of /SS 
‘98, won't have a tremendous 

amount of accuracy or power, 
whereas Germany will be pretty 
handy in all departments. There's a 
number of sure-fire ways to score 
penalties: keep 
shots low, 
switch off your 
aiming square 
and use Z to 
curl the ball. It's 
still going to be 
hard, mind. 

* 
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Beat Brazil 

Beat Brazil on Level 5 difficulty, 
playing a 1-5-4 formation 

Breakdown: This is, in no 
way, easy. Brazil, despite its 
failure to retain the World 
Cup this year, is still the team 
to beat and, on Level 5, 
they're pretty much 
untouchable. One man at the 
back means danger will flash 
every time they attack. Tips? 
Try making your midfield 
entirely defence-minded and 
position the whole group 
further back. Now kneel and 
pray. 

SCENARIO 
ey 

Free kicks 

Score 10 consecutive free kicks in 
Training mode using South Korea 

Breakdown: Free kicks in the new 
ISS ‘98 require even more accuracy 
than before, especially given the 

heightened level of 
goalkeeping Al. And, 
with South Korea, it's 
even harder. There's 
about eight free kick 
positions in Training 
Mode and, from each, 
you must either score 
direct or have only one 
other player touch it 
before it goes in, i.e. a 
diving header. 

Play as England against Scotland, 
with nine men and 3-3-4 
Breakdown: Okay, so, strictly 
speaking, you'd never have nine 
men from the start but, for the sake 
of argument, let's say you had two 
players sent off almost immediately. 
England against Scotland are always 
temper-strewn affairs, but you're 
going to have to play some quality 
passing football 
to get past a 
resolute Scottish 
defence. Oh, 
and watch the 
counters. 
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Objective: Objective: 
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teams on both sides. 
With a couple of taps 
of Start, though... 

..We're looking at a [> | _ HOLLAND 
penn Holland/Brazil 

match-up. Mmm. 
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er) (1\e(-w ae Headers 
Win a game of ISS '98 by scoring 

only headers 
Breakdown: A tricky one, this. 
Basically, you've got to make certain 
that you get down the wings as often 
as possible because, apart from 
corners and free kicks 
(which you can never 
rely on getting), crossing 
the ball into the box is 
the only way to achieve 
headed goals. Try to use 
Z to curl the ball and 
catch your midfielders as 
they power in. 

Challenge 12 (Pig) ih 
Score a goal by dribbling it from 

the half way line, playing as Cameroon 
Breakdown: Cameroon 
aren't a particularly good 
side, which. is why this 
challenge is made even 
harder. To stand a chance, 
you'll have to play your two 
strikers as deep as possible 
so that they can come and 
collect the ball further up the 
field. Otherwise, use pacey 
wingers Kimo and Angido to 
do the damage. Oh, and 

- remember, we haven't 
Ke Oman Biyek specified an opponent... 

Rye eee) 

eit) ileiwem Ihe great escape 

eum 

Play as Switzerland against ao and come back from 3-0 down to win 

middle of 
the pitch... 

Breakdown: Concede three goals — 
own goals, if you like - WITHOUT ore 
scoring and then try to battle your Ol 
way back to a win. Switzerland are 
an okay-ish side whilst Italy are Sere 
tremendous, particularly at the back ae Saad 
(they play a sweeper V this. 3-0. Tsch. 
system), so it's going 
to require no small i) 
amount of 
determination and 
skill to whittle that 
margin down. Best 
bet? Use the 

wings... ~w Celebrating [> 
The Great 

Escape. 3-3 
and all to 
play for. 

Pires 

(ey M eye. @e ele > 
4-3 to Switzerland! 

enn Ue Long shot 
‘Score from the centre circle in 

Training/mode 
Breakdown: A nice 
gentle last challenge.to 
ease you out ofithe N64 
ISS ‘98 test.Or so you 
might think, Actually, 
scoring from the centre — 
circle is surprisingly 
difficult. And, remember, 
you must shoot at your 
OWN goalkeeper, not the c 
other end of the field that renee 
has no goalkeeper — A 
whatsoever. To succeed noe 

going to have to use plenty of — Ere Re ur 
bend, operated via Z. middle of the 

a ae 
sg ge ge ges pre EE, luck. You just 

Difficulty rating @@@®@@ Difficulty rating @®@@ etre ere seestrere 

Score six goals or more past 
Germany on Level 5 difficulty, playing as 
Jamaica 

Breakdown: Germany play 
a pressing game and 
concentrate their attention 
around the middle of the 
park, but almost always play 
the ball through to Klinsmann 
(little wonder with an 
average of 91). These, then, 
are the areas you have to 
snuff out as the mighty 
Jamaica, with an ideal 
formation being something 
like 4-5-1. Plenty around the 
middle, see? 
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Gold driver 
Select exhibition mode and choose 
Driver Williams as your driver. 
Change his last name to ‘Pyrite’ and 
return to the title screen. You'll now 
be able to race as the Gold driver. 
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X-Cup cheat 
Shockingly, Nintendo included a cheat 
to enable every standard of player to 

: Silver driver 
: As you did before, select Driver 
: Williams as your exhibition driver, but : 
: on this occasion change his last name 
: to ‘Chrome’. This will unlock the 
: Silver driver. 

Ge 
DRIVER ff 

KING METEOR Pty} 
Pepa 

‘complete’ the incredibly difficult 
: F-Zero X. The code is L, Z, R, Top-C, 
: Bottom-C, Left-C, Right-C, Start. 

: Bonus track 
: Finally, change Driver Williams’ last 

Useless at driving 
games? Feeble at 
fighting? Want to 
make Tom Cruise 
look like a total 
freak? You've come 
to the right place. 

name to ‘Vacation’ which will enable 
: you to access the spectacular Hawaii 
: Grand Prix track — without the need 
: for a hula dance. 

BONUS TRACK 

we oy 
1101.47 5 

: Inputting this code on the game 
: select screen will unlock all 30 of the 
: vehicles and all the difficulty levels 
: you couldn't quite manage to find 
i legitimately, including the superb 
: X-Cup random track generator. 

? Squashed vehicles 
: Hold down L, R, and all four C- 
: buttons on the vehicle select screen 
: and all the cars will instantly become 
: ‘super deformed’ — in other words 
: shorter and fatter. All the better for 
: parallel parking. 



Please note: Use Diddy Kong Racing 
keycode. 
Must be on codes 

Infinite lives 
Infinite health 

Infinite red feathers 

Infinite eggs 
Infinite notes. 

Total notes all areas. 

NB: Due to the limits of the cartridge not 
all codes can be switched on at once. 
Please only have the codes that are 
necessary switched on at any one time. 

2130 Bit tS dab 

DE000400 0000 
....8124C628 1700 

....812874C4 1700 

.812D3F80 1300 
..-.8038696B 0009 
....80386963 0008 
.80386965 0001 
..8038694F OOFF 

Infinite gold feathers.......... 80386953 OOFF 
80386947 OOFF 

..80386943 OOFF 
Infinite air ..... .8038696E 000B 
Infinite jigsaws. .803869AB OOFF 
Infinite skulls ....... .803869A7 0008 

'803869D9 0064 

AERO GAUGE 
Always First Position............ 8013eff1 0001 
Freeze Lap Timer 11............: 8013f001 0000 

All of these codes only work with the Action Replay cartridge from Datel. For more details call Datel on 01785 810800. 
If you come across any codes pop them in the post to Tips Extra (Datel Codes), N64 Magazine, 30 Monmouth St, Bath, BA1 2BW. 

BANJO-KAZOOIE Freeze Lap Timer 2............. 8013f005 0000 
Freeze Lap Timer 3).......00102: 8013f00a 0000 
Freeze Overal Timer............ 8013eff5 0000 
NB: All above codes must be on. These 
codes will prevent the opposition from 
racing against you in Grand Prix mode. 
To win a race in Grand Prix you must 
finish at least one lap in the Qualifying 
round, then complete all laps in a race for 
first position. 

GOLDENEYE (PAL) 

The Dam 
Infinite ammo 
Infinite health 

800BAB97 FFFF 
810BA3DC 3F80 

Facility 
Infinite AMMO «0... eee 8009DF97 FFFF 

Infinite health...............-... 8109D7DC 3F80 

Runway, Surface 1 and 
Depot 
Infinite ammo.... 
Infinite health... 

800COF97 FFFF 
810C07DC 3F80 

Bunker/Silo 
Infinite ammo.... 
Infinite health ... 

8009B797 FFFF 
8109AFDC 3F80 

Frigate 
Infinite AMMO.........0ceceee 800AE397 FFFF 

: Pressing Z or R once you've chosen 
: your vehicle will allow you to cycle 
? through a selection of tasteful colour 
? schemes. 

: Pressing L during a race will make a 
: timer appear which will show you 
: exactly how far off the lead or how 
: far out in front you are. 

PoC mets 

- el) 
SHAWN MICHAELS | 

As promised last month, here are the 
secret codes to call for some expert 
CPU help. Hold all the buttons 
together during a match, but be 
warned, calling for backup means an 
instant (but amusing) disqualification. 

#: Ahmed -L, R, Z, Bottom-C, Up. 

i Bret Hart — L, R, Z, Left-C, Left. 
? Bulldog - L, R, Z, A, Left. 
: Faarooq - L, R, Z, B, Up. 
? Goldust - L, R, Z, B, Right. 
: Kane —L, R, Z, B, Down. 
: Shamrock - L, R, Z, A, Down. 
: Mankind - L, R, Z, Left-C, Up. 
? Mosh - L, R, Z, Bottom-C, Down. 
: Owen Hart - L, R, Z, Bottom-C, Left. 
? Rock -L, R, Z, A, Right. 

| } Shawn Michaels - L, R, Z, B, Left. 
: Steve Austin —L, R, Z, A, Up. 
: Thrasher - L, R, Z, Left-C, Down. 
: Triple H -L, R, Z, Left-C, Right. 
: Undertaker — L, R, Z, Bottom-C, Right. 

Complete the game with Mosh or 
? Thrasher and you'll find the charming 

: Burp and Fart 
: mode added to 

: Create a 
: wrestler using 

: him to get 
: Rattlesnake, aka 

Infinite health ............0.... 810ADBDC 3F80 

Surface 2 
Infinite ammo 
Infinite health 

800CD797 FFFF 
....810CCFDC 3F80 

Statue 
Infinite ammo.... 800ACF97 FFFF 

Infinite health ....810AC7DC 3F80 
Archives, Caverns, Cradle and Egyptian 
InfinitecamiMO se. crerces cnet 800B4797 FFFF 

Infinite health.............000 810B3FDC 3F80 

Streets 
Infinite AMMO..........ceeeees 800BE797 FFFF 

Infinite health .............0 810BDFDC 3F80 

Train, Jungle and Control Centre 
Infinite aMMO............00008 800A7F97 FFFF 
Infinite health..................: 810A77DC 3F80 

Aztec 
Infinite AMMO... eee 80097B97 FFFF 
Infinite health ..............0. 810973DC 3F80 

In order for you to get these codes to 
function you must have a copy of a saved 
game on the cart. To get it to work enter 
all these codes in one slot. 

81058950 0101 
80058952 OOOF 

your list of 
cheats. 

only 40 of the 
possible 50 
attribute points 
and complete 
the game with 

Steve Austin in 

an alternative 
costume. 

At the level select screen, press 

Bottom-C, R, Top-C, L, Left-C to 
nflate Ethan's head to watermelon 
proportions. 

At the level select screen, press 
Bottom-C, L, Top-C, Right-C, L to 
blow Ethan's head up even further. 

: At the level select screen, press 

The codes below will open all the cheats 
within the in-built cheat menu of the 

Alli BUNSi israel ese csessanase 80058593 0001 

Tiny bond 
Turbo mode 

Mission: Impossible 
: Bottom-C, Top-C, R, L, Z to shrink 

: Ethan to the size of a pixie. 

80058954 OOOF 
80058956 OOOF 

.....80058958 OOOF 
-8005895A OOOF 
.8005895C OOOF 
.8005895E OOOF 
.80058960 OOOF 
80058962 OOOF 

game. For you to get these codes to work 
correctly you need to have the menu 
already active. 

.8005859a 0001 
..8005859c 0001 
800585Ac 0001 
.800585Aa 0001 
.8005859b 0001 
80058592 0001 

....80058597 0001 
-800585A7 0001 
.8005859F 0001 

....800585Ab 0001 
8005859E 0001 
800585A8 0001 

Bond invisible 

DK mode... 
Enemy rockets . 
Fast animation. 
Infinite ammo.. 
Invincible 
Line mode 
No radar (multi) .. 
Paint ball mode... 
Slow animation 

HAWN MICHAELS |} 

: At the level select screen, press 
: Bottom-C, R, Z, Right-C, Left-C to 
: give your teeny tiny Tom Cruise-alike 
: a massive pair of feet. 

: At the level select screen press Top-C, 
: Z, Top-C, Z, Top-C to make the game 
? shift like F-Zero X. 

SdiL 

SdiL Nil dOL 



an 
For an invincible Pioncycle, 
bring up the Press Start screen 

and hit A, Z, Z, Up on the D- 
pad, Left on the D-pad, Left-C, 
Left-C, Bottom-C. 
TSS iM PLE Am LCE 

Enter these codes on the level 

yo [Tet mselc 0 

Turbo mode: Top-C, Z, Top-C, 

Z, Top-C 

Kid mode: Bottom-C, Top-C, R, 

[E74 

Mini rocket launcher: R, L, Left- 

C, Right-C, Bottom-C 
James Bird, Manchester 

For a silenced pistol with 30 
rounds, press Top-C, L, Right-C, 

Left-C, Top-C on the level select 
screen, or alternatively hit Right- 
C, Left-C, Right-C, Bottom-C, R 
for an Uzi with 30 rounds. 
Robert Bailey, Essex 

1. Hold down A for five seconds 

to get a speed boost (you will 

not be able to steer while doing 
this). Your character will make a 
noise to show you've done it 

correctly (Slash says “Yeah"). 

2. On Grass Valley, before the 
last jump, there is a stop sign to 

AM n) Ome UL mee SAUL MLL 

of speed, or a feather board, 
you can jump this and take a 
shortcut down a muddy slope. 

Peter Osborne, Bristol 

ee UMC air t| o 
secret bit or quirky thing to do 
in one of your games? Then 
send it to us immediately! 
Each month we'll compile a 
chart of the best and if you 
make it in, we'll send you a 
rather flash N64 pin badge. If 
you get the coveted ‘cheat of 
the month’ slot you'll get 
OU edie we tte cl 

magine, if you will, Readers’ Top Ten Tips 
being similar to a prize winning vegetable 
contest. Readers select the finest, biggest and 
tastiest tips they have unearthed in their field 

of discoveries, and then send them here to be 
Tete im mee StL 

Enter the following codes while 

EWI A ea amex 

Shield: Down, Left, Left-C, 
Nigel 
Flamethrower: Down, Right, 

Down, Right, Right-C 

Speed up: Left, Left, Right, 
Right, Top-C 
Radiation spray: Up, Down, 

Right-C, Left-C 
Hedley Gabriel, Essex 

It is possible to destroy the 
boulder blocking the door to 
Gnawty's lair in Click Clock 

Wood's Spring section. If you 
stand up on the ledge above the 

per 

y Es 

ee 

rock and drop eggs off it (Z + 

Down-C) at just the right angle 

it will break open. Now upon 

swimming into the hole you get 

Roy Foe od eg oe 
and Gnawty will still beg you to 
move the rock! 

Chris Heyworth, Lancashire 

We We ey 
Ti 8 4 

bs 

The tip that comes first wins its proud owner a 
snazzy MakoPad from Interact (01204 700139). And 
for all those that make the top ten, an EXCLUSIVE 
N64 Magazine badge is bestowed upon their 
cultivators. Treasure these medals of honour because 
ol nI WAM) AAO 

On the player select screen, 

press Up or Down to change 

Yaar Ura ma) (00 a 
Richard Goodyear, Flintshire 

Mew Uom ela ein 

short-cut on Grass Valley. 

Using Special Board 2 (the 
feather) get to the very last 

bridge that crosses the track. 

You will see a STOP barrier on 
the right, turn towards this 

and jump to enable you to use 
the short-cut which will bring 

you out near the final jump of 
tate Ceo 

ETA Eee cell 

To skip over all 

Hae MEor-ULN 

tedious adverts 

after you have 
powered up 

your console, 
all you need to 
do is hit the 

rim OL AOt 

b. and then press 
cle 

Jonathan Daly, 
Liverpool 

Throw your opponent into the 
ropes and, as he gets close to 
you, hit L. Your wrestler will 

drop to the floor like a bag of 
spuds and his spirit meter will 
begin to rise. 

Ashley Williams, Crewe 

Reader's Datel Codes 

Pract) 80058598 0001 

8814E76E 0063 

8814E770 0063 

Infinite solaris 

Tailali emcee tacerg 

2x body armour 80058599 0001 

elevate 800585A0 0001 

Predator mode (multiplayer) 

800585A6 0001 

PNM UE eWay Lela g 

Infinite titan 8814E771 0063 

aLiTA TLCS Ac- Neo tM APO) Oo) 

Infinite MFRL 8814E773 0063 

Infinite Purge _ 8814E774 0063 

Infinite Pine EStsH El Adon elo) 

Infinite Quantum 8814E777 0063 

Jeremy Davis, Chichester 

Taliariccm ince 8004020C 0063 

Taian ComsaneLe| DO014E710 0001 

8014E712 0010 _No feet when stood still 

Infinite hull DO14E712 0001 803094E1 0078 

ion are ena 

(you can only enter one code 

from primary and one code from 

secondary at a time, otherwise 

the game won't load) 

Odd lives meter _803094DD FFFF 

Mario is (slightly) aloft 

51012 
Noisy camera 80309263 0064 

25,634(!) stars _803094DA 0064 

803094Db 0078 

i CeO SOKO a 

Pec te 

Primary 

Infinite Powerpods 88104E740 

oleler 

Infinite Transpulse cStoH EL eyAoo Mmmm Loire POAC ol UU 

0001 

Infinite Trojax _8814E767 0001 

Infinite Beamlaser8814E768 0001 

eee et 

Tahitali comanle ed 8814E76D 0063 

If you don't want to cut up your magazine, send a photocopy 
instead, and continue on another bit of paper if you run out of room. 

Always have blue lasers 

8015791B 0002 

Start level with 2 gold rings 

OMe VA Teele 

Unlimited misses 80112F9F 0003 

Always place 1st 

801C293F 0000 

Ceti is eto 
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Subscribe and you get 15 issues for the price of 12 — : Re: eee au aun eeu) 
a saving of almost £9. Plus, pay by Direct Debit and heed! Yin 
save another £6 — that’s 5 free issues! 

Call the subs hotline on 

01458 271124: 
We don't charge a penny for delivery of your 
magazine if you live in the UK. Overseas delivery is 
charged at cost. Fax the order form on 

01225 822523: 
E-mail: subs@futurenet.co.uk* 

FREE tips book, packed with useful hints and cheats *Please quote reference No. NSFP21 when telephoning or e-mailing your order. 
on two top games, delivered with every issue. 

SEU me Lo staal eC GPM ot UK Cheque/Credit Card £35.40 

Rest of the World £53.40 



Issues 1-1 
oe 

Couldn't make it to the newsagents last month? Well here’s your chance to 
purchase that missed issue. Just fill in the form at the bottom of the page - it 
really couldn't be simpler. 

ISSUE 15 
Baw stl 
We were the first magazine in 
the world to play it and in this 
STM molec RULE 
we found. Plus huge reviews 
of Quake 64, Yoshi's Story 
and Wetrix and over 20 
pages of tips on Snowboard 

Kids, Mystical Ninja, GoldenEye and other top 
games. @ Issue 15's Double Game Guide + held 
all the secrets to Super Mario 64. 

ISSUE 18 
Bm Cf td) 
ON ee Ue ae ML 
ROU Om me (Nolte Bt 
pages to the superb Banjo- 
Kazooie. There's also a 
MVC) MA =. 010] [0 (ae: 
special look at everything we 
know about Zelda, a whole 

feature on DMA and tips on watery puzzler, 
Wetrix. @ The Double Game Guide + tipped Top 
Gear Rally and Shadows of the Empire. 

ISSUE 16 
Bm a eld) 
We take a look at Gex: Enter 
the Gecko and all the other 
ECC e=t Ui Me ROMULUS 

GEX an appearance on the N64. 
ee There're reviews of World 
i Cup ‘98, Forsaken and 

Rampage plus tips for Yoshi's 
Story, Mystical Ninja and Quake. 
@ Issue 16's Double Game Guide + tipped Blast 
Corps and Turok: Dinosaur Hunter. 

ISSUE 19 
The Turok 2 Edition 
Acclaim’s new dinosaur basher 
looks absolutely fantastic and 
certainly warrants a huge Special 
Investigation. We reviewed 
Mission Impossible and the 
SEV meme) mC 
racer F-Zero X in this packed 

issue and there was also a huge level-by-level guide 
to Banjo-Kazooie. @ Issue 19's Double Game Guide 
+ tipped Yoshi's Story and Pilotwings. 

ISSUE 17 
mC EC 
Tim trawled through the huge 
Rea Ue le) 
came home with a suitcase 
Siem Mom el Meo uECl 

Er Fre omc UL aU 
into this biggest ever issue 
and even left some room for 

guides on Forsaken, WCW, World Cup ‘98 and 
Quake. @ The Double Game Guide + tipped 
Fighters Destiny and Snowboard Kids. 

Dr cduahens 
= ISSUE 20 

The Wipeout Edition 
An exclusive Wipeout preview 
kicked off issue 20. There were 
also reviews of the superb ISS 
ee 0a 10) Ue 
eal ne LRT a 
Tips tackled WWF Warzone 
and Max had a thorough look 

at Pocket Monsters Stadium. @ The Double Game 
Guide + was completely devoted to Banjo-Kazooie 
and there was a great Wipeout poster mag too. 

Back issues (subject to availability) are available for the bargain price of £3.50 by filling in the back issues section of the coupon opposite, 

Personal details 

Title _ Initials _ 

Address 

by phone on (01458) 271124, or by e-mail at subs@futurenet.co.uk 

Please can | have issue(s): 

Total amount enclosed 

* Overseas orders: Europe add £1 and ROW add £2 for delivery 

Postcode 

Daytime telephone no 

Your subscription will start with the next available issue. 

Please start/extend my subscription at the rate ticked below 

® By Direct Debit 

® By cheque or credit card 

UK readers return this coupon by freepost to: N64 Magazine, Subscriptions, Future Publishing Ltd, 

Freepost BS4900, Somerton, Somerset TA11 6BR 

European subscribers, quote your EC VAT regno___ 

® 15 issues for the price of 12 MEUK only £29 tothe right 
» 15 issues for the price of 12 

| erie ee SARE a mC eee 

Instruction to your Bank or Building Society to pay Direct Debits 

1. Name and full postal address of your Bank or Building Society branch 

(Please enclose a separate payment for back issues) 

as shown on the page above 

* see below 

Originator's Identification Number 

913] 0] 7] 6] 3] 
Please send this form to address shown 

Fill out the coupon To: The Manager 

“Overseas prices quoted 
EUR ure esa 

Address 

Bank/Building Society 

___Postcode 

2. Name(s) of 

Overseas readers return (postage payable) to: N64 Magazine, Subscriptions, Future Publishing Ltd, Cary 

Court, Somerton, Somerset, UK TA11 6TB 

account holder(s) 

3. Branch sort code (from the 
top right hand corner of your cheque) 

Please choose your method of payment 

1, L_] Direct Debit. The full amount of your subscription will be deducted in advance and in one lump sum 4. Bank or Building Society 

Direct Debit instructions cannot be sent via e-mail, fax or photocopy.) account number 

Cheque (payable to Future Publishing Ltd. Sterling cheques drawn on a UK account.) 

Visa Expires 

Mastercard 

Switch 

5. Instruction to your Bank or Building Society 

Please pay Future Publishing Direct Debits from the account detailed on this Instruction subject to the sa 
assured by the Direct Debi 

Expires 
Suarantee. | understand that this instruction may remain with Future Publish 

details will be passed electronically to my bank or building society. 

Issue No, ____——Vallid Date 

Signature(s) 
Card no 

Ref No (Office use only) 
Signature_ 

Banks and Building Societies may not accept Direct Debit Instructions for some types of account 

Clease tick this box if you would prefer not to receive information on other offers NSFP21 Full amount will be deducted in advance and in one lump sum. 
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F- NINTENDO 
ovember is our fave month 
of all, not least because if 
you take some of the 
letters out and put some 

different ones in you can spell 
‘Nintendo’. Ummm? 

It's also top bonfire month, as the 
smouldering patches on the carpet 
testify... Still, smoke alarms and 
sprinklers aside, it's shaping up to be 
a great month for the N64 as the 
ECTS trade show in September 
proved pretty conclusively. The 
Nintendo stand was clearly one of the 
best there, completely overshadowing 
the PlayStation (almost literally in the 
case of our huge banner obscuring 
the Sony logo!). 

The standard of software has 
improved dramatically with titles like 
F1 World Grand Prix, Turok 2 and, of 
course, the mighty Ze/da 64 to look 
forward to. The end of this year 
should bring some of the best 
software we've seen yet and 
hopefully that tradition will continue 
through into the New Year and 
beyond. Fingers crossed, huh...? 

oN 

How do | get to Rusty 
Bucket Bay? 

This seems to have a lot of 
you stumped. Not surprising 
really, as it's a bit complicated. 
Still, here we go... 
Turn into a pumpkin in Mad 
Monster Mansion. Face the 
entrance and go left, following 
the path up the hill. When you 
get to another house, go 
through the small opening and 
head towards Mumbo at the 
back of the room, who'll turn 
you back into Banjo and 
Kazooie. 

Do a Beak Buster on the 
coffin in the middle of the 
room, then stomp on the 
white water switch. Turn back 
into a pumpkin, exit the house 
and follow the path to get out 
of the cemetery. 

Follow the path 
to the left, go past 
the picture of Gobi’s 
Valley and enter the 
doorway. Follow the 
wall to the right, go 
up the ramp and 
enter another 
doorway. Banjo and 
Kazooie will appear 
in the water. Swim 
through the tunnel 
on the left and then 
go to the opposite 
side of the room. Get 
on land and go up 
the metallic stairs. 
Use the Flap Flip to 

get to the boxes and go to the 
left, staying on top. Use the 
Flap Flip again to get to the 
island in the corner and shoot 
an egg at the box with the 
Rare symbol on the side. 

Stomp on the water switch 
that's revealed to raise the 
water some more, then swim 

to the opposite corner of the 
room and enter the doorway. 
Go forward, take the first right 
and Rat-a-tat Rap the gate to 
break it. 

Enter the new area, stand 
on the jigsaw switch and press 
Z to place your jigsaw pieces 
into the picture of Rusty 
Bucket Bay. (You'll need 12 
pieces for this level.) Go back 
to the water and swim into the 
new opening near the metallic 
ramp to enter the world. 

I've found a Spell Book! 
What does it do? 

There are three Spell Books to 
be found in the game. To 
activate the cheat they give 
you, return to Treasure Trove 
Cove, drain the water out from 
the sand castle (by shooting 
eggs into the leaky bucket), 
and then use the Beak Buster 
to stamp on the letters and 
spell out the code. Here's 
where you'll find each of the 
Spell Books: 

1. Facing away from the 
entrance to Bubblegloop 
Swamp, cross the green bridge 
and enter the log on the right. 
Here you'll find some wading 
boots. Exit the log and follow 
the wall to the left. When you 
get to the swamp, enter the 

pipe and go all the way 
through until you reach a 
snowy area. Immediately turn 
left and use Kazooie to get up 
the steep ice hill. Use the Beak 
Buster to break the ice ball and 

estior 

then go back to the swamp. 
Enter Bubblegloop Swamp and 
turn into a crocodile, then exit 
Bubblegloop Swamp and return 

to the ice area (go behind the 
hut and enter the pipe). Go up 
the ice hill and through the 
pipe to find the Spell Book. 

2. Enter Mad Monster Mansion 
and turn into a small pumpkin. 
Exit the world and go down the 
path that takes you out of the 
area. Follow the narrow path to 
the right to reach Brentilda, and 
you'll find the Spell Book in a 
hole next to her. 

3. From the room with the 
large vase, head up the steps to 
the left of the Egyptian coffin. 
Go up the ramp before 
entering the ice tunnel and 
through the first doorway. 
Climb onto the ledge with the 
three green pipes and enter the 
middle one. Continue to the 
top and stomp on the water 
switch to raise the water for 30 
seconds. Get in the water and 
swim into the tunnel with the 
red eyes, down towards the 
bottom. Quickly get onto the 
ledge with the green staircase 
and go up all the way to find 
the Spell Book. 



& (01703) 652222 

HOTLINE 
WHAT IS THE NINTENDO HOTLINE? 
We're a team of expert games players who use our vast 
knowledge of all things Nintendo to help gamers in 
distress. Staff selection is very strict, so you can always 
be confident that when you talk to a councillor, they are 
one of the finest gamesplayers in the country and the 
perfect coach for your gaming skills. 

Open seven days a week, 365 days of the year, the 
Hotline deals with over 2,000 calls a day, spread over the 
various Nintendo platforms. To guarantee that your call 

will be answered quickly and your problem answered 
swiftly, we have doubled our staff and increased our 
weekend opening hours. 

Call us on 01703 652222 (NOT a premium rate 
number) and pose your game questions. We should be 
able to provide you with the answers, whether they're 
directions, cheats, passwords or simple advice. The 
Hotline is open Monday to Friday 12pm to 8pm, and 
Saturday and Sunday 10am to 6pm. 

Now also available! 
We now also have a NEW fully automated service 
allowing you to get help on those games even 
into the wee small hours. The automated lines will 
provide help with most of the biggest release titles 24 
hours a day. Calls cost 50p a minute so make sure you 
have the permission of whoever pays your phone bill 
before calling. Call us on 0891 669945 and please 
make sure you have a pen and paper ready. 

Q How do you water the tree 
in Gobi's Valley? 

First of all you need to rescue 
the camel who is chained to a 
rock on a platform in the 
corner of the course. Use the 
Beak Buster on the rock to free 
him and then return to the 
start, where you'll find the 
camel sat in front of the tree. 
Jump on one of his humps and 
use the Beak Buster again to 
get him to spit water out! 

How do | get to the Witch 
Switch in Rusty Bucket 
Bay? | can see it from the 
top of the crane, but | 
can't reach it! 

You can actually reach the 
switch with an ordinary double 
jump (press ‘A’ twice), but the 

trick is to leave the second 
jump for as long as possible. 
Unfortunately, this requires lots 
of practice and the patience of 
a saint! 

Q 
| can't beat the polar bear 
in the second sledge race! 
Banjo and Kazooie can't 
run fast enough! 

The only way to beat the polar 
bear is to come back to him 
once you've learned how to 
use the running shoes. The 
shoes can be found in the area 
behind the bear at the starting 
line and Bottles will teach you 
how to use them in Gobi's 
Valley. 

I've completed the game 
with all the jigsaw pieces 
and all the musical notes. 
At the end Mumbo showed 
me some pictures of places 
that I can see in the game 
but can't get to, like the 
key in the Walrus's cave in 
Freezeezy Peak. How do | 
reach them? 

You can't! At least not yet. 
Mumbo says when he shows 
you the pictures that the 
secret is in ‘Banjo-Tooie', 
which is the sequel to the 
game, due out next year. So 
until you've played through 
Banjo-Kazooie 2, you won't be 
able to reach all the areas in 
Banjo-Kazooie 1! 

Where is the yellow Jinjo 
in Click Clock Wood? I've 
looked everywhere for the 
little blighter! 

The yellow Jinjo is rather 
naughtily camouflaged by the 
tall yellow grass in Summer. 
Simply turn left at the start of 
the level to find him! 

Banjo-Kazooie 
Just in case there are still people out there who still don't have the cheats... 

: 1. Enter Treasure Trove Cove. 
: 2. Drain the water in the sandcastle (talk to Leaky the Bucket). 
: 3. Enter the sandcastle. 
: 4. Type 
: following; 

: (There'll be no other noises until you've entered the whole code). 

(You should hear a ‘MOO' for each letter) then type one of the 

Note: You must enter 
before each code and you have to 
enter the codes again if you turn off 
the console. 
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Now grasshopper, you must face 
the ultimate challenge... 

nd what a challenge it is. Your goal is to acquire one of the much 
sought after Skill Club 64 certificates, be it Bronze, Silver, or 
Gold. But beware - only the very best gamers are admitted to the 
Gold, Silver, and Bronze clubs, and impostors are always thrown 

out into the gutter by our big, bad security guard Martin. And you can bet he 
enjoys every second of it. 

As you can see, there are some tricky tasks that must be completed before 
you'll even be considered for entry into the Bronze club, but once your name 
is on the guest list, respect and admiration are yours for the taking. And 
should you at a later stage impress the management with more feats of 
gaming prowess (i.e. complete more challenges) Martin will escort you upstairs 
to the Silver club where the surroundings and the clientele are just that little bit 
better. But what you're really aspiring to is upstairs again. Impress the 
management by completing 10 of the challenges and you'll be given the 
access to the Gold club with its chandeliers, caviar, and fine arts collection. 

HOw IT WORKS 

gold club oon (ikem OMe gr -li(la fxs 

Name LET al] 

Simon Moore, Liverpool 

Richard Davies, Rotherham 
René Laurent, Ireland 
Stephen Lockhart, Ireland 
Andrew McGrae, Southport 
Matthew King, Bromley — 
Derek Thomson, Edinburgh 
Jon Davies, Wallingford — 

Jan-Erik Spangberg, Sweden 

Kelly Humphreys, Marlow 
Graham Underwood, Cumbria 
Gregor Richards, Dorking 

Stuart Richards, Dorking 
Stephen McMahon, Co. Down 
John Kostons, Nederland 
Piet dem Dulk, Holland 
Andrew Mills, Londonderry 

silver club complete 7 challenges 
Name 

Robert Gallagher, Southampton 

Completed 

A,B,C,F,G,H,1 

Kenneth Pickering, Ayrshire A,B,C,D,G,1,J 
Shaun Bell, Trowbridge A.B,D;E,G,H,! 
Kurt Peter Radford, Rotherham A.B,D,EF IJ 
Richard Davies, Rotherham — A,B,D)E,F IJ 

Philip Foster, Havant A,B,D,E,FG,I 
Derek Topper, Bristol A,C.E,F,G,H,| 
Chris Scearce, Reading A,B,C,D,F,G,| 

Arthur Van Dalen, The Netherlands 

Ciaran McDermottjIreland 

Rony Costa, Middlesex 

Andrew Castiglione, Bristol 

Gary Thomson, Midlothian 

A,B,D,F,.G,H,| 
A.B,C,DEFRH 
ABCDEI 
ABDEFHI 
A,B,C,D,E,F,H 

Jon Olav Larsen, Norway A,B,C,D,E,F,G 
Mario Sioutis, Greece 

Andrew Rutherford, Macclesfield 

Ben Campion, Staffs 

Ben Cook, Shoreham-By-Sea 

Chris Constable, Devizes A,C,D,F,G,HJ 
Inguar S. Arnor, Iceland 

Brett Slader, Australia 

A,D,E,F,G,H,1 

A,B,C,D,E,F,G 

Craig Scotney, Leighton Buzzard A,B,C,D,G,H,1 
Dave Bloemer, Holland 

David Keane, Sandwich 

The Terrible Twins, Banbury 

A,B,C,D,F,G,K 

A,B,E,G,H,1,J 

A,B,C,E,F,H,1 

David Nicol, Cambridge 

Craig Silcocks, Trowbridge 

A,B,C,D,Fl,J 

A,B,C,D,E,F,J 

Gard Mellemstrand, Norway _ A,C,D,E,F,G,1 

Andrew. Taylor, Cheshire A,B,C,D,F,H,1 

James Cruickshank, Clackmannanshire A,C,D,F,G,H,I 
Tom Clarke, Bucks A,B,C,D,F,,K 

Martyn Bibby, Cheshire A,B,D,E,F,G,H,| 

Christopher Smith, Surrey A,B,C,D,E,G,1,J 

Jan-Erik Spangberg, Sweden 

Paul Isaia, Southampton 

A,B,C,D,E,G,1,J 

A,B,C,D,F,G,H,1 
David Sharp, Clackmannanshire _ 

Matthew King, Bromley 
A,C,D,FG,H,IJ 
A,B,C,D,E,F,G)I,J 

David Keane, Sandwich A,B,C,D,E,G,H,1,J 



bronze tle ane 3 challenges 
Name 

Adam Johnstone, Wantage 

Pierre Dimba, Tonbridge _ eae 

Ben Olney, Kingston, Surrey 

Kevin Watts, Mansfield 
Lawrence Gilbey, Bridport | 

David Maguregui, Wellesbourne 

Daniel Brooks, Swindon :  ABF 

Ciaran Spence, County Antrim A,B, F 
Fearnley, West Yorks B,D E 

Joachim Clauwers, Belgium | A,D,F 

R. Knapman, South Wirral ABE 

Stephen Durant, Bridgwater AF 

Simon Bell, Co. Durham ~A.B,F 

Herman Valk, Th etherlands —AB,G 

Michael Gapper, Bristol ACR 

Riccardo Riboldi, Italy A,B,E 

Adam Norman, Nottingham A,D,E 

Nicholas Bec, Salisbury _ A,Cl 
Paul Coulson, Stamford A,B,F 

] Sebastian Bond, Gloucester A,D,G 
loan Rees, Redditch — A,B,G 
Nick Hadden, County Cork A,C,I 

Tom Richardson, Addingham A,C,H 

Robert Kloosterhuis, Holland A,D,F 

Gordon Scales, Nottingham A.B,F 

fan Renyard, Ashford A,B,F 

Phillip Renyard, Ashford -A,B,F 

Brian Mulheron, Tyne & Wear A,C,F 

Andy Howard, Cambridge A B,D 

Remco Van Wingerden, Holland —_ A,B, F 

Mark Odell, Derby A,D,E 

} Thomas Suckling, Ipswich A,D,F 

Dylan Foale, Devon A,C,l 

| Lee Robertshaw, Southampton —A,E,F 

lan Gore, Somerset A,B,F 

Graham Cookson, Kent A,B,H 

Dave Bloemer, Holland A,C,F 

Andrew Hannath, Swindon B,D,F 

| Erwin Zeevaart, Holland A,F,H 

Steve Paget, Bonsall ACD 
Richard Whitham, Poulton-le-Fylde A,B,F 
Philip O, Herts A,D,H 
Benjamin Lo, London E,FJ 
Robert Lynch, Middlesex A,B,D 

Owain Brimfield, Isle of Man A,E,F 

David Newbrook, Staffs A,D,F 
Alex Schwassmann, Germany AFI 

Chris Partridge, East Sussex A,C,F 

Jonathan Townsend, Gwent A,E,G 

David Myring, Bristol A,E,F 

i B,C,J Coventry _ 

ADE 

~ A,D,H 
A.B, 

ABLE 
B,CJ 
CFH 

Completed 

A,B,F 
_ ACG 
ADE 
ACF 
B,C 
D,E,G 

| Mark Rundle, Herts 

Richard Sutton, Kent 

Mark Walker, Bedford 
Jonathan Davies, Coventry 

Sandy McKenzie, Fife, Scotland 

Ewe! saree Ayrshire e 

Joachim Clauwers, Belgium 

David Holmes, Doncaster 

Name 

Tom Wyatt, Staines 

Ben Stevens, London 

James O'Sullivan, Somerset 

Keith Tannahill, Ayrshire 

Jamil Yahyaoui, Belfast 
Michael Achilles, Chingford 

Jan Dehm Neves, Portugal 

Completed 

A,C,D 

AEF 
A,B,D 

Omid Elliott, County Tyrone 

Nick Syrad, Reading 

Patrick Laakso, Sweden 
David Gibson, Fleet 
Mark Underwood, Cumbria = 

Daniel Longstaff, Chigwell cee AG 

Vincent Coyne, Galway ‘ 

Raoul Smids, Belgium 

Chris O'Riordan, Cornwall 

Matthew Weston, Nottingham 

Jon Davies, Wallingford Sears 

Norman Glover, Cleveland 

Alex Johnson, Sidcup 

Damian Unwin, Soton 

Daniel McCann, Glasgow 
Kevin Gilbert, Upton 

Chris Hinkley, Peckham 

Gordon Willmott, Edinburgh 

Johan Brown, Grantham 

Rod Bayliss, Australia 
Russell Higgins, Shropshire 

Wajahat Ali, Blackburn 

Adam Bull, Leeds 

Tormod Krogh, Norway 

Remko Veenstra, Holland 
Moe Aboulkheir, London 

Oliver Bolton, Kent 

James Garrity, Liverpool 

Elidir Jones, Gwynedd 

Alan Hooper, Weston- -Super-Mare_ 

Steven Said, Australia ss 
Alexander Filipowski, Warrington 

Wayne Parkes, Cornwall A,B,D 

Joel Porter, London AEF 
Floryn Cleverens, The Netherlands A,C,G 

Martin Hunter, Edinburgh A,B,E 

Richard Holmes, Derbyshire E,G,I 

Alex Wood, Ipswich 

Steven Astley, Wigan - 

Mike Hodzelmans, Holland — 

Michael Petch, Doncaster 

Simon London, Norwich 

Peter Campbell, Belfast 

David | Faggiani, Manchester 

William Shutes, Norwich 

Simon Lyddon, Devon 

Steven Smith, Essex 

Henry Rummins, Ashford 

A,C,D 
EF J 

‘AB F 
A,C,D 
B,C,D 
B,E,H 
A,G.K 
A,B,F 
A,D,K 

OE 
A.B, | 
CF 

Ryan Carson, Dev 
Ashley Bennett, Essex 

Thomas Vincett, West 

Sarah Margle, Ware 

Sam Thompson, Aberystwyth C,D,I 

Name 

Toni Ylaranta, Finland 

Tom Badran, Basingstoke 

John Hope, Northampton 

Joshua Clarke, Birmingham 

Matthew Harper, Gloucester 

Christopher Green, Reading 

Chris Knowles, Cheshire 

Turo Halinen, Finland 

th, Holland 
Niall Quigley, Co. Tyrone _ 

an Burdge, Somerset 

idson, Co. Tyrone 

Scott Butler, Co. Armagh 

Pieter van den Buirk, Netherlands 

John Heelham, Manchester 

Andrew Phillips, London 

Alastair Edwards, London 

Paul Shinn, Deptford 

Oliver Carson, Devon 

Christopher Balzan, Kent 

John Davies, Staffordshire 

Steven Ward, Hawes 

Steven Mai, Staffordshire 

Daniel Green, Thornton 

Ben Dawson, Sheffield 

Richard Best, Dundee 

Mare Edgeworth, Gloucester 

Chris Pitchell, Bristol 

Harrison Bolt, Surrey 

James Arnold, Australia 

Alun Thomas, Haverfordwest 

Mark Aquilina, Malta 

Gokhan Kurt, London 

Paul Jerome, London 

Anthony Gruitt, Sittingbourne 
Raymond Wan, Cheshire 

Robert Clark, Kent 

John Stackhouse, Walsall 

Lee Fletcher, Halifax 

Myles Giles, Huddersfield 

James McKeown, Ayr 

Adam Skeggs, Leicester 

Nader Kohbodi, Anglesey __ 

Christopher Thompson, Co. Antrim 

Plemis Luijnenburg, Holland 

Chris Tate, Tyne and Wear 

Manolis Kalaitzake, Cork 

Neil Keery, Co. Down _ 

Nils Meuzier, Germany 

Jeremy Scoble, Plymouth 

Chris Thomas, Wallington 

James E Bundy, ading — er 

Alex Mclver, Edinburgh 

Tom Walker, Halstead, Essex _ 

Lawrence Gilbey, Bridport — 

Neil Williamson, Nottingham 

Philipp Sokolean, Switzerland 

James Leigh, Clevedo ‘ 

Neil Williamson, Nottingham 

Aidan Murray, Co. Cork — 

Carl Bullen, Liverpool 

Alex Mann, Bedford 

Alain Keersmaekers, Belgium 

Completed 

A,G,I 
A,C,G 
AFI 

A,CF 
AD,I 
A,D,F 

~AB,D 
A,D,K 

BEA,CD 
ABH 
A,D,E 
A,B,D 

A,LK 
A\B,K 
A,DJ 
ADJ 
ALK 

_ ACD 
 AD,F 
A,D,F 
A,B,D 
A,C,D 

[9A,C,D 
~¢DJ 
A.B,E 
AEG 
ABI 
A,B,F 

~~ AB,C 
AEJ 
A.B,I 
GH, 
A,C,D 
C,D,F 
A,B,D 
A.B,D 
A.B,D 

_ ADA 
‘AD,I 
B,D,I 

~ A.C\H 
ADE 

A.D.E 
Ald 
AGI 
A.D.E 
ABE 

ABE, 
A,D,G,1 

__ AB,GI 

AEFI 

_A.BLCF 
A.E,EH 
A,B,C, 
A,B,C,F 
A,D,E,I 

_AB,GI 
A,B,C,F 

A,B,D,H 

~A.B,G,H 
A,C,D,F 

A,B,FJ 

Lt Taal) 

Mark Quinn, Preston 

Daniel Weserholr Finland 

Andrew Davies, Essex 

Morten Tronstad, Norway A,B,C,| | 

Martin Cater, Hucknall = A,B,C,G | 
Kevin Seeney, Bury St Edmunds ~ A,C,D,I 

Philipp Sokolean, Switzerland A,B,D,1 

Afong Toh, The Netherlands | é A,CH,I 

Daniel Lally, Berkshire “A.B,EG 
James Hinton, Knoresborough A,B,C,D 

Michael Walker, Londonderry ~A,D,H,I 

Asgeir Vikan, Norway es  AB,DJ 

Andrew Carrington, Pontefract _A,D,E,J 

Christopher McCabe, Co. Down A,B,D,F 

Raymond Wells, Essex. A,B,F,H 

Ed Higgins, Essex ; 

Joel Radford, Australia 

Stuart. Derbyshire, Bolton 

Kane Dorey, Jersey 

David Dixon, Cumbria 

Matthew Wilkins, Wiltshire 

Richard Woodall, New Zealand 

Martin Drew, Bognor Regis 

David Park, Tyne and Wear _ 

James Garrity, Liverpool = 

Michael willi 

Completed 

A,B,E,1 

~-B,D,EI 
~A,B,D,I 

A,B,C,D 
~ AB,D,G | 

~ A,B,D,H 
 AD,EG | 
A,B,D,E | 

David Lewis, Birmingham 

Aaron Tuson, Essex 

Simon Webber, Wokingham 

Stephen Rogers, Manchester 

Davy James, Powys 
Pat Shields, Co. Down 

A,B,D,E,F 

~A,CE,RH 

__AB,CGH 
So AC DEI 

Kevin Seeney, Bury St Edmunds A,B,C,D,1 

Benjamin Khan, Bradford B,C,D,F,I 

Kevin Loughlin, Slough A,B,C,E,F 

James Hegarty, Belfast ~ ABEGJ 

Nick Taverner, Suffolk A,B,C,D,| 

— AB,D,FI 
Panagiotis Bagiokos, Greece A,B,C,Fi 
Roeland Van Straalen, ‘Holland A,B,C,F,I 

C,E,F,G,I Aynsley Welling, Cyprus 

_A.B,D,G, 1H 

Per Nilsson, Sweden 

Charles Ayesa, / 

Chris Kerry, ean 

Daniel Metcalf, Norwich 

Gearoid Reidy, C Co. ‘Offaly B,C,D,E,G 

Griffin Leadebrand, Australia _A,B,D,F.l, 

Michael Middleton, HuddersfieldA, B,C,D,H 

Richard Brady, Essex ——A,D, FHI 

Lawson Gavin, Co. Offacy : ” B,C,D,E,G 

Steven Bigham, Whitburn A,C,F,H,| 

Gavin Cole, Tyne & Wear —A,B,C,F,G,H 

Jonathan Cole, Tyne & Wear A,B,C,F,G,H 

Joshua Takaoka, Newbury _A,B,C,D,G,| 

James Register, Surrey LA B,C,D,F,H 

Stephen Mansfield, Derby _A,B,C,D,E,J 
Jack Gilbey, Bridgeport A,B,C,D,F.I 

Chris Smith, Tyne and | Wear -A.B,C,D,L.K 

Chris Gray, Fife  A,C,D,FH,I 
David Taylor, Fife ~A,C,D,FH,I 

~ A,C,D,FG 

~A.B,GI | 



challenge @ 
What you must do: Find all 120 stars. 
Proof: Any picture of Mario with 120 in the top right corner. 
Helpful Tips: The first five issues of N64 Magazine tell you all you 
need to know about Super Mario 64. The Double Game Guide + on 
the front of issue 15 should help as well. 

challenge () 
What you must do: Finish the game in mirror mode. 
Proof: A pic of the save screen with Adventure 2 and 47 balloons. 
Helpful Tips: Our review in issue 10, and our guides in issues 11 
and 12 should help. Oh and don't forget the DGG + with issue 11. 

challenge @ 
What you must do: Finish the game with 1,500 hits or more. 
Proof: A pic of the final hits screen or high score table with 1,500 
hits or more. 
Helpful Tips: \ssue 8's free poster and the DGG + with issue 13. 

challenge 'D) 

What you must do: Finish the game on all three settings. 
Proof: A picture of the 007 mode's level editor. 
Helpful Tips: The i-Spy Magazine with issue 9, tips in issues 10 
and 12 and the Double Game Guide + on the front of issue 12. 

challenge @ 
What you must do: Finish all the scenarios. 
Proof: A picture of the completed scenario screen (you'll need to do 
this with more than one picture). 
Helpful Tips: Tips in issues 4 and 14. 

challenge Q 
What you must do: Record a time of under 1'20"00 on Mario 
Raceway (1'07" on NTSC). 
Proof: A picture of the records screen or the title screen (hold down R). 
Helpful Tips: Review in issue 4, tips in Issue 5. Double Game 
Guide + on the front of issue 13. 

challenge @ 
What you must do: Win Gold medals on every event. 
Proof: A picture of the medal screen. 
Helpful tips: There's a guide in issue 6 and tips in the Double 
Game Guide + on the front of issue 19. 

challenge G) 
What you must do: Complete the Time Challenge Mode in under 
3'00"00. 
Proof: A picture of the final screen with the time clearly visible. 
Helpful tips: None available. 

challenge @ 
What you must do: Win a gold medal on Neptune. 
Proof: A picture of the medal award screen for Neptune. 
Helpful Tips: Tips in issue 8 and the Double Game Guide + on the 
front of issue 16. 

challenge @ 
What you must do: Break 1'17"00 on Sunny Beach Time Trial 
(1'04"00 on NTSC). 
Proof: A picture of the records screen. 
Helpful Tips: Tips in issue 2 and DGG + on the front of issue 14. 

challenge () 
What you must do: Score more than 34848 in the main game. 
Proof: A picture of the final score screen at the end of the game. 
Helpful Tips: The tips in issue 16 and the Double Game Guide + 
on the front of issue 19 should prove very handy. 

challenge @ 
What you must do: Complete the game in under 5 hours and 30 
minutes with all 100 jigsaw pieces and 900 notes. 
Proof: A picture of the game save screen — simple! 
Helpful Tips: A huge guide in issue 19 and the Double Game 
Guide + on the front of issue 20. 

i Me Lf y 
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e Ui e & Catt i Plea oem prove your achievements 

T ue « 
@ You need to accomplish three challenges to earn yourself a Bronze y. fa LIT, Taking photographs 
placing, seven for Silver and all ten to make it into the Gold list. = DT 77) Point at the screen and click away. For best results, turn off or cover up the flash (it will 
@ You can enter for whichever challenges you like - it is entirely up to you. reflect off the screen), draw the curtains and use a fast film - 200 or, best of all, 400 ASA. 

@ You can use PAL or NTSC copies of the games but, if you opt for NTSC, you'll have to achieve Taking videos 
the faster of the two listed times in Mario Kart and Wave Race. oa s 

1. Take the lead that connects your N64 to your TV and plug it in to the ‘Signal In’ socket 
@ Each challenge entered must be accompanied by photographic or video proof. Squeezing oem ee lee elle ee 
everything on to the one video tape seems the most sensible solution to us. 

@ We know how to recognise the influence of cheat carts and codes. Offenders will be held up 
to ritual humiliation and stoned out of the country by zealous citizens. 

2. Connect the ‘Signal Out’ plug on your video to your TV and turn both on. 
3. Switch your TV to the video channel and switch on your N64 with a game plugged into it. 
4. Find a spare channel on the video's tuning mechanism and look for the N64 signal. 
BYR Y eco 

@ You can enter for the leagues in stages if you wish. If you’ve made it into the bronze league, 5. Achieve your challenge and get to the appropriate result screen. 
for instance, you could send us further proof of four or more challenges to elevate yourself to 6. Pop in a tape and press ‘record’. Press ‘Stop’ after five seconds or so. 
a loftier position. 

@ Bronze, Silver and Gold leagues will be published in each future edition of N64 Magazine. 

@ /f you'd like your tapes or photographs back, please include a stamped, addressed envelope. 

Hello there, 

7. Repeat steps 5 and 6 according to the number of challenges you're attempting. 
8. Rewind the tape to the beginning of your evidence (so we can see your scores quickly 
Tale R 19) ee 

I'd like to humbly put myself forward for the Please send my badge and certificate to: 
Bronze/Silver/Gold Skill Club 64 league. 
| include proof of my achievements in: Name 

rN 
Super Mario 64 

3 
Diddy Kong 

Racing 

( 
aE an Ea 

> 
GoldenEye 007 

tA 
TSA TMM MMs assassecsscsscsccsscsscsscsscsscsscsucsncsscsnssucsucsucsucsussecseesscsecsscsecseeseeseeneeseeneeneeneesenseese 

H 
Turok: Dinosaur 

Hunter 

I 

Blast Corps 

J 
Wave Race 64 

Use a photocopy of this form if you'd rather not cut your copy of 
N64 Magazine. 
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THE USUAL SUSPECTS 
THE COMPLETE SCREENPLAY 

ON SALE 
RESERVE TOTAL FILM! 

Simply use scissors to cut out this bit of paper, fill it in (with a pen) and then give it 

to your local newsagent. Newsagents can be found in streets. 

NAME: 

ADDRESS....... 

POSTCODE......... 

Dear Newsagent: Total Fill is available from your local wholesaler 



Persevere and you too could find your credentials here 
in the hall of fame. 

ere’s the plan: You will delve into the 
databanks of the I'm the Best 
computer to see who's where in the 
leagues, and what the new challenge 

of the month is. You will use this information as 
a template to measure your own records against. 
If your achievements are good enough YOU WILL 
SEND THEM IN, complete with proof of their 
existence in the form of a video or photograph. 
This message will self-destruct in five seconds... 

BANJO-KAZOOIE 

A while back ane 1 6:47 Confirmed Daniel Dunn, Lincolnshire 
we set a Ss Se 2 7:12 Confirmed _ Euan Craig, Penicuik 
Forsaken Se 2 Ty) WET ecm Ueno i a een ered 
challenge. We Bex Confirmed | Adam Staff, Bognor Regis 
asked for your ae 
Recrtime Aa Sonfirmed — Chris Pointer, Westerhope 

level 1, the Caen drew. McGr. reread 

challenge being yy Lise <a UN 
to beat 1:40, WIN A EEE CM ME aoe Lea aecLe 
and we have been €ONTROLLER! 99:55 Confirmed Steven Ward, Hawes 
aes seen 1010:27 Confirmed Joe Elliott, Bristol 

entries. The winner, with a gob-smackingly bh eRe os KALLE Le E8 4 

quick time of 1:01 is (drum roll please)... eae 
James Monaghan! Congratulations James, bE he Paoli (RP Ue ke AR CLS ar rs 

you've won a superb MakoPad from Interact br Py COMP RAUL R OLGA er 
(01204 700139) to aid you in your relentless 15.11:26 Confirmed Oliver Wooding, Bridgewater © n° ’ 
battle with the Age Seve bal a 16 11:33 Confirmed Jason Howard, Jersey gl 2'56"43 Confirmed _ Martin" roy, Leedh 

Bub pow outa tiscali eae Ae eo Luster <1 Cera ead _ 3 2'58"67 Confirmed _ Colin Shields,.Go. Down 
want you to beat Jon Davies of Wallingford’s . . : 
time of 14:50 for Banjo's Treasure Trove Cove LAL A LL 
level. Refer to our Banjo-busting guide in issue 19 12:14 Confirmed Ben Downton, Suffolk 
19 for the location of every piece of jigsaw | 2012:16 Confirmed Vincent Coyne, Galway 
and honeycomb in this world, as well as tips 
on finding the all-important notes. Go for it! 

FIGHTER’S DESTINY 

_—— 15:40 Confirmed David Nicol, Cambridge 

SUPER MARIO 64 

Sere ee ae eT ne 

2 6:56 - Confirmed Daniel Dunn, Lincolnshire. 

Peach Slide 

0" 



1 1'33"67 Confirmed Graham Francis, Cronleigh 

MARIO KART 64 

Frappe Snowland 

1 00'22"43 Confirmed Jon Willetts, Cheshire 

2 1'36"46 Confirmed Stelios Giamarelos, Greece 

1 1'21"94 Confirmed Arthur Van Dalen, Holland 

2 00'23"98 Confirmed Tim Wiles, Cardiff 

3 1'36"86 Confirmed Orestis Giamarelos, Greece 3 00'27"45 Confirmed Alan Pierce, Salisbury 

2 1'27"66 

3 1'31"30 

Confirmed George Papapetrou, London 

Confirmed Tatu Luostarinen, Finland 

4 1'39"64 Confirmed Richard Dunn, Lincolnshire 4 00'27"72 Confirmed Rob Pierce, Salisbury 4 1'40"23 Confirmed Marc Duport, Guernsey 

5 1'39"84 Confirmed Brett Slader, Australia 

1 2'05"13 Anthony Gruitt, Kent 

2 2'06"28 

3 2'08"03 

4 2'08"14 

5 2'08"62 Confirmed Martin Conroy, Leeds 

Koopa Troopa Beach 

1 1'30"89 Confirmed Sam York, Bristol 

Confirmed 

Confirmed Stelios Giamarelos, Greece 

Confirmed Orestis Giamarelos, Greece 

Confirmed Steven Zwartjes, Holland 

5 00'29"10 Confirmed Michael Cunningham, Australia 

Bowser's Castle 

1 2'08"44 Alan Dundas, Arbroath 

2 2'16"47 

Confirmed 

Confirmed Anthony Gruitt, Kent 

5 1'42"76 Confirmed Steven Dyson, Poulton le Fylde 

1 0'54"01 

2 0'54"32 

Confirmed Tatu Luostarinen, Finland 

Confirmed Andrew Mills, Londonderry 

3 2'16"88 Confirmed 

4 217"11 

5 2'17"15 Confirmed Orestis Giamarelos, Greece 

Banshee Boardwalk 

1 2'04"76 Anthony Gruitt, Kent 

Martin Conroy, Leeds 

Confirmed Stelios Giamarelos, Greece 

Confirmed 

3 0'54"46 

4 0'54"58 

5 0'54"64 Confirmed Steven Dyson, Poulton le Fylde 

BX EEN 

1 1'46"68 

Confirmed George Papapetrou, London 

Confirmed Marc Dupont, Guernsey 

Confirmed Andrew Mills, Londonderry 

2 1'33"28 Confirmed Anthony Gruitt, Kent 2 2'05"76 Confirmed Stelios Giamarelos, Greece 2 1'48"28 Confirmed George Papapetrou, London 

1'37"01 Confirmed Thomas Foster, Derby 3 2'05"95 Confirmed Orestis Giamarelos, Greece 3 1'48"73 Confirmed Tatu Luostarinen, Finland 

1'38"31 Confirmed Steve Ridley, Ramsgate 4 2'08"77 Confirmed Rob Pierce, Salisbury 

1'38"86 Confirmed Stelios Giamarelos, Greece 

STARFOX 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Phil Hughes, Widnes 

Greg Ihnatenko, Cheshire 

Jon Davies, Wallingford 

Piet Dem Dulk, Holland 

Neil Friedman, Whitefield 

Kenneth Small, Sunderland 

Stuart Richards, Surrey 

Max French, Dundee 

247 Demunter Knemy, Belgium 

10 247 Confirmed. Mark Green, Gloucester 

Total Hits 

2212 Confirmed Robert Kloosterhuis, Holland 

275 

270 

266 

265 

261 

252 

248 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

0) CO] SU) Os) Vn) Be] We) | Confirmed 

2212 Confirmed» Jon Davies, Wallingford 

2120 Confirmed Greg Ihnatenko, Cheshire 

2065 Piet Dem Dulk, Holland 

2054 Sam Doyle, Derbyshire 

2091 Phil Hughes, Widnes 

2000 Jan-Erik Spangberg, Sweden 

1984 Stuart Richards, Surrey 

1952 Aaron Norris, Australia 

10 1933 Rob Pierce, Salisbury 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

9))00) SU] Ov) a) | wb = Confirmed 

Confirmed 

WETRIX 

1 42,127,904 Confirmed 

2 17,783,200 Confirmed 

3 11,475,981 Confirmed 

Tom Cock, Twyford 

Coryn White, Middlesex 

Chung Wong, Telford 

4 10,736,294 Confirmed 

5 10,416,959 Confirmed 

Simon Dowrick, Lancashire 

Sarah Margle, Herts 

5 2'09"19 Confirmed Gary Thomson, Bonnyrigg 

4 1'49"63 

5 1'50"09 

Confirmed Steven Dyson, Poulton le Fylde 

Confirmed Arthur Van Dalen, Holland 

DIDDY KONG RACING 

Ancient Lake 

1 0'36"20 Stuart Richards, Surrey 

2 0'38"40 Beckie Haskins, Southsea 

3 0'40"60 

4 0'41"13 Orestis Giamarelos, Greece 

5 0'42"03 Confirmed Adam Charlton, Huntingdon 

1 1'02"81 Stuart Richards, Surrey 

2 1'06"53 Adam Charlton, Huntingdon 
3 1'07"11 Stelios Giamarelos, Greece 

4 1'08"33 

5 1'08"54 Confirmed 

1 0'53"93 Confirmed Stuart Richards, Surrey 

2 1'00"81 Confirmed Stelios Gianiarelos; Greece 

3 1'01"96 Confirmed Beckie Haskins, Southsea 

4 1'02"95 Confirmed _Orestis Giamarelos, Greece 

5 1'15"75 Confirmed Richard Dunn, Lincolnshire 

1 0'41"70 Confirmed Stuart Richards, Surrey 

lios Giamarelos, Greece 

3 0'43"65 Confirmed Adam Charlton, Huntingdon 

Confirmed 

Confirmed 

Confirmed Stelios Giamarelos, Greece 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed Beckie Haskins, Southsea 

2 0'43"53 Confirmed 

4 0'44"74 Confirmed Orestis Giamarelos, Greece 

5 0'45"66 Confirmed Arthur Van Dalen, Holland 

3 110"57 

Orestis Giamarelos, Greece | 

Walrus Cove 

1 1'30"35 

2 1'36"55 

3 1'37"10 

4 13815 

5 1'39"29 

Confirmed Stuart Richards, Surrey 

Confirmed Adam Charlton, Huntingdon 

Confirmed Ciaran McDermot, Ireland 

Confirmed Beckie Haskins, Southsea 

Confirmed Stelios Giamarelos, Greece 

Crescent Island 

1 1'06"43 

2 1'09"01 

Confirmed Stuart Richards, Surrey 

Confirmed Stelios Giamarelos, Greece 

Confirmed 

4 1'14"26 Confirmed 

5 1'14"31 Confirmed 

Windmill Plains 

1 1'25"43 Confirmed Stuart Richards, Surrey 

2 1'33"67 Confirmed Stelios Giamarelos, Greece 

3 1'35"45 Confirmed Adam Charlton, Huntingdon 

4 1'36"61 

5 1'42"15 Confirmed Ciaran McDermot, Ireland 

1 1'42"60 Confirmed Stuart Richards, Surrey 

2 1'49"03 Confirmed Richard Dunn, Lincolnshire 

3 1'49"63 Confirmed Beckie Haskins, Southsea 

4 1'49"75 Confirmed Adam Charlton, Huntingdon 

5 1'52"21 

Orestis Giamarelos, Greece 

Ciaran McDermot, Ireland 

Richard Dunn, Lincolnshire 

Confirmed Orestis Giamarelos, Greece 

Confirmed Daniel Carlsson, Sweden 

isid JHL WII vuitacy iT 

Go! 
GO! 

NAe 



Confirmed Stelios Giamarelos, Greece 

Confirmed Ed Higgins, Essex 

Robert Hollinshead, Kent 

Matt Peck, East Sussex 

Olav Vassend, Norway 

Confirmed 

Confirmed 

Confirmed 

T. Egerton-Jones, Liverpool 

Luke Porter, Belfast 

Rob Davies, Swansea 

Robert Gallagher, S‘hampton 

Nader Kohbodi, N. Wales 

Tom Bridger, Surrey 

George Roberts, Middlesex 

Orestis Giamarelos, Greece 

P. Underwood, Middlesex 

Confirmed Simon Shepherd, Sussex 

1 00'26"46 Confirmed Al Pierce, Salisbury 

2 00'26"63 Confirmed Alan Dundas, Arbroath 

3 00'26"73 Confirmed Kern Young, Somerset 

4 00'27"03 Confirmed Aaron Martin, Bristol 

5 00'27"06 Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Orestis Giamarelos, Greece 

nb S LE SS 
TTS ae sx-r- Cau) 

1'10"103 Confirmed 

1'10"297 Confirmed 

1'11"021 Confirmed 

Stuart Richards, Surrey 

Steven Astley, Wigan 

Nicholas Dyer, Surrey 

1'14"753 Confirmed Thomas McAlinden, Lurgan 

1'14"830 Confirmed Tatu Luostarinen, Finland 

Stunt Mode, Dolphin Park (Any version) 

1. (71959 = Confirmed Sam Turnbull, West Sussex 

2 66441 Confirmed Yvo van der Smoek, Holland 

3 41841 Confirmed Piet Dem Dulk, Holland 

4 41630 Confirmed Orestis Giamarelos, Greece 

5 41623 Confirmed Steven Astley, Wigan 

Glacier Coast - Time Trial 

1'34"044 Confirmed Stuart Richards, Surrey 

1'35"018 Confirmed Yvo-van der Smoek, Holland 

1'36"554 Confirmed Jan-Erik Spangberg, Sweden 

1'36"825 Confirmed Orestis Giamarelos, Greece 

1'36"883 Confirmed Stelios Giamarelos, Greece 

Glacier Coast - Stunt Mode 

65951 Yvo van der Smoek, Holland 

62199 Aaron Carroll, W.Yorks 

61767 Norman Obeseki, Leeds 

60120 Steven Zwartjes, Holland 

58860 Piet Dem Dulk, Holland 

Vil | Ww) | 

' 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed Vil | Ww) bv] = 

Sunny Beach - Time Trial 

1'02"694 Confirmed Chris Murphy, Manchester 

1'03"755 Confirmed William Lam, Bristol 

1'04"726 Confirmed Dilpesh Varsani, London 

1'05"478 Confirmed GK, Darlington 

1'05"68 Confirmed Bruce Robertson, Perth 

ete 

1 01'38"33 Confirmed Al Pierce, Salisbury 1 1'36"43 Confirmed Al Pierce, Salisbury 

2 01'41"33 Confirmed Alan Dundas, Arbroath 2 1'36"76 Confirmed Kern Young, Somerset 

3 01'48"06 Confirmed Aaron Martin, Bristol 3 1'36"96 Confirmed Aaron Martin, Bristol 

4 01'46"40 Confirmed Kern Young, Somerset 4 1'36"96 Confirmed David Mackie, Greenock 

5 01'48"06 Confirmed 

Tits mitela 4 

1 01'36"46 Confirmed 

2 01'36"50 Confirmed 

Evan Conway, Glasgow 

Kern Young, Somerset 

Orestis Giamarelos, Greece 

5 1'37"06 Confirmed Graeme Robb, Scotland 

1 1'36"23 Confirmed 

2 1'36"56 Confirmed 

Aaron Martin, Bristol 

Graeme Robb, Scotland 

3 01'36"90 Confirmed Stelios Giamarelos, Greece 3 1'37"83 Confirmed Alan Dundas, Arbroath 

4 01'38"96 Confirmed Alan Dundas, Arbroath 4 1'41"43 Confirmed Billy Perry, London 

5 01'53"70 Confirmed Kris McCabe, Walsall 

TF eg 
1 1'29"76 Confirmed Al Pierce, Salisbury 

5 1'42"40 Confirmed 

Silver Mountain 

1 1'45"26 Confirmed 

Kern Young, Somerset 

Guy Cotton, Essex 

2 1'30"36 Confirmed Graeme Robb, Scotland 2 1'45"40 Confirmed Kevin Seeney, Suffolk 

3 1'30"66 Confirmed Aaron Martin, Bristol 3 1'46"10 irmed Aaron Martin, Bristol 

4 1'31"50 Confirmed Guy Cotton, Essex 4 1'46"23 irmed Remco Smits, Holland 

5 1'32"66 Confirmed Alan Dundas, Arbroath 

1'43"36 Confirmed Al Pierce, Salisbury 

5 1'46"36 irmed Kern Young, Somerset 

1 00'22"96 Confirmed Andy Palmer, Herts 

1'44"86 Confirmed Alan Dundas, Arbroath 2 00'23"83 Confirmed Remco Smits, Holland 

1'45"23 Confirmed Jon Stone, Devon 3 00'23"86 Confirmed Thomas George, Bath 

1'45"90 Confirmed Guy Cotton, Essex 4 00'23"96 Confirmed Jon Stone, Devon 

1'46"30 Confirmed Aaron Martin, Bristol 5 00'23"96 Confirmed Kevin Seeney, Suffolk 

YOSHI'S STORY 

Confirmed 

Confirmed 

Ruben Larsen, Norway 

Daniel Dunn, Lincolnshire 

Steven Jaylor Cheshire 

Piet dem Dulk, Holland 

James Walton, Richmond 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Gabrielle Murphy, Dublin 

Richard Davies, Rotherham 

Amanda Ward, Manchester 

Billy Grosdanis, Greece 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Andrew McGrae, Southport 

Daniel Dunn, Lincolnshire 

Bonny Qvistorff, Denmark 

Alison Lennox, Argyll 

Marc Pilsbury, Bedford 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Andrew McGrae, Southport 

Daniel Dunn, Lincolnshire 

Bonny Qvistorff, Denmark 

Piet dem Dulk, Holland 

Kris McCabe, Walsall 

Remember, you need to send in a photo or video for your 
effort to be ‘confirmed’. Any photos MUST have your name, 
address and score/time on the back. Videos must have a label 
attached with the aforementioned information easily legible. 
Send all your bits to: I'm the Best, N64 Magazine, 

30 Monmouth Street, 
Bath BA1 2BW 

Confirmed 

John Heelham, Manchester 

1 5940 

2.5891 

Confirmed Andrew McGrae, Southport 

Confirmed, Bonny Qvistorff, Denmark 

1 5918 

2. 5899 

3 5831 

Confirmed Daniel Dunn, Lincolnshire 

Confirmed Andrew McGrae, Southport 

Confirmed Bonny Qvistorff, Denmark 

1 6424 

2 6421 

3 5883 

Confirmed Daniel Dunn, Lincolnshire 

Andrew McGrae, Southport 

Confirmed Bonny Qvistorff;Denmark 

Confirmed 

15916 Confirmed * Andrew McGrae, Southport 

2 5783 Confitmed Daniel Dunn, Lincolnshire 

3 5732 Confirmed Bonny Qvistorff, Denmark 

Btu Yaelc 

1 37424 

2 36704 

3 36149 

4 35460 

5 34546 

Daniel Dunn, Lincolnshire 

Andrew McGrae, Southport 

Gabrielle Murphy, Dublin 

Bonny Qvistorff, Denmark 

Andrew Mills, Londonderry 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

Confirmed 

If you'd like your videos or photographs back, please include a 
stamped, addressed envelope (with the correct number of 
stamps) and we'll promise to do our best to return them 

And remember, each issue has to be completed far 

earlier than you could ever imagine, so don't fret if your entry 
doesn't appear in the first issue after you post — it'll be there 
in the next one. 
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“Kick in the pants” 
I'm writing to express my concern for 
the N64’s future. Don't get me 
wrong, I've got no problems with the 

machine itself, it's a great console 
with some great games. 

My concern is the imminent 
arrival of the 128-bit Dreamcast 
console from, dare | say it, Sega. Due 
for a Japanese release in November, 
if it makes its proposed sub £200 
price point, it will provide some very 
stiff competition on the home 
console market. 

If Nintendo are to react to the 
128-bit threat, they need to cut out 

Pele ca (eli 
Called to account once again... 

In your guide to Banjo-Kazooie (issue 
19 of N64 Magazine ), you said that 
tate oak mae) Ml eel 10am lar WN 
cave in the Winter room. I've spent ages 
looking for them and can't find any. 
iste Melal Na oLmcel Lae Mam ame \ Cog 
PAULL AB 
Robert Tyler, Leicester 

Sorry. Ed 

Your Banjo guide, then. I've found the 
Jinjo positions are a bit confused for 
Click Clock Wood. The Jinjo standing on 
idl Mo) Olmos 
one on top of the Mumbo's Hut is in 
Winter. Apologise! 
Tim Waring, London 

Thank goodness we got it right in the 
Double Game Guide. Ed 

Issue 21 

the constant delays on projects such 
as the 64DD, and games such as F- 

Zero X and Zelda 64. Maybe this 
November will be a kick in the pants 
for Nintendo and we'll start to see 
them re-establish themselves as the 
kings of the home console market. 
James Stripe, Kineton 

Dreamcast? Sega have worked hard 
to steal every single idea they can 
and throw it into their new project. 
dual analogue and digital control, 
PDA's, controller packs — even the 

colour of the buttons are a rip off of 
Nintendo's pads. Now they've done 

corner 

In issues 18, 19 and 20 your reader 

advertisement form says “Please write 

your add". This is unacceptable. 

TT Or em OUT cal odE 

Uwe [yee MCL) 

corrected. We're really sorry. No, really 

we are. Ed 

| feel it is my duty to point out a 

mistake which appeared in issue 19's 

Correction corner. Bruce Carolges' letter 

mentioned goblins invading the 

screenshots on page 26 but in fact, it 
was page 126! 

PT meu Wet eur La 

Goblins’ revenge. Or my bad typing. 

One or the other. Ed 

Club 64, N64 Magazine, 30 Monmouth 
Street, Bath BA1 2BW Fax: 01225 732275, 

e-mail: n64@futurenet.co.uk 

Each month, the Star Letter wins three Gamester new- 
style G64 joypads (LMP 01992 503133). 
All other letters printed win a prized N64 badge! 

the easy 
bit, though, 

Sega are 
going to find 

that consoles 
sell purely on 

the quality and originality of their 
games, not their power to shift 
polygons. 

And where are Sega's games 
going to come from? Their in-house 
staff are great at arcade titles but, 
while these look pretty good at 
home for a while, you soon realise 
they were always designed purely 
with the arcade in mind — made to 
hold your interest for five to fifteen 
minutes not hours, weeks and 

months. As for the third-party 
publishers that have expressed 

“Different 
layout” 
| was watching the intro sequence on 
Banjo-Kazooie the other day and | 
saw something strange. On the 
rolling demo of the levels, | noticed 
that the Freezeezy Peak section 
seems to show a different layout to 
the way the world actually is. Why? 
Grant Archer, Tamworth 

The snow section on the intro is from 
the Winter season in Click Clock 
Wood, not from Freezeezy Peak. 

Leastways, after ten minutes of 

watching the intro, | didn’t see 

anything from Freezeezy... Ed 

“Threaten” 
In Banjo-Kazooie, |'ve found that 

interest in Dreamcast, they're only 

keen because the machine is easy to 
port PC games to. And remember 
how every developer on earth said 
they were going to write for the N64 
back when it was announced? Most 
of them still haven't produced a 
thing. As Howard Lincoln says on 
page 42, third parties are really only 
interested in established platforms, 
not brand new ones. 

Nintendo has always been the 
home of originality and innovation. 
Practically every major advance in 
gaming has been made by the big 
N. Sega got lucky with Sonic — and 
that's been about it 

Mega CD, 32X, Multi Mega, 
Game Gear, Nomad and Saturn. Still 
worried about Sega? Stop laughing 
at the back. Ed 

Bottles will actually threaten to erase 
your game saves if you annoy him 
too much. When you start a new 
game, tell Bottles that you don’t need 
his help and then keep pressing B at 
any of his molehills until he threatens 
you and starts his countdown. 

He might do it after his count- 
down but, having nearly completed 
the game, | haven't the guts to try it. 
None of my friends want to either so 
could you do it for us? 
Chris Lewis, via e-mail 

Risking Wil and Daniel's game saves 
(well | wouldn't risk my own), | 
taunted Bottles until he threatened 
me with his countdown routine. Just 
before he got to “one", though, 

Kazooie jumped in and bottled it (as 
it were). When | tried to bait Bottles 

again, he just told me to get on with 
rescuing Tootie. Bluffer. Ed 
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“Not criticising” 
I'm not criticising your magazine 
(Wise move - Martin) but I'd like to 
make a suggestion/observation. | 
don't know about anyone else but, 
when | spend my hard-earned cash on 
a game, | don't want to complete it 
too quickly. This policy isn't helped by 
your habit of producing game guides 
in the very next issue after your 
review. | bought Banjo about 15 days 
before issue 19 came out with its 
complete solution. As I'm sure 
everyone knows, once you've looked 
at a game guide, you can't help but 
read it, which means you finish your 
game far sooner than you'd like. 

When Zelda comes out, | hope 
you won't be doing a guide for at 
least three months. | don't want 
the BEST GAME ON EARTH to 
be spoilt. 
Joshua Bayley, Audley 

At the beginning of the Banjo guide 
there was a big flash warning people 
who didn't want to know too much 
about the game, not to read the 
section. You see, the only way we can 
be certain of providing the 
information that frustrated gamers 

Flight Sim 

Banjo-Kazooia 
BLS SLa AYP Ede 

might want is to guide the whole 
game. To try and prevent what 
happened to you, we also included a 
‘Contents’ guide allowing gamers to 
skip straight to the section they 
needed, rather than leafing through 
and catching sight of something they 
didn't want to see. 

We thought long and hard about 
covering Banjo in such depth (23 
pages), but we felt it was such an 
important game, it deserved the 
space. Even if you take those pages 
away, it still leaves 109 or so packed 
with reviews, previews and other 
things — which is still more than a lot 

of other magazines 
around. 

As for Zelda, 
Il TEM ec” ny 

TAY, Sire balance 
between 
providing as 
many hints and 

tips as we can, 
and avoiding 

spoiling anyone's 
enjoyment of, what will be, a 
stupendous game. We're carefully 
considering it right now, and we'd 
welcome any suggestions. Ed 

aK {0 [= 

“Just a con” 
On the back of my GT 64 box it says 
that there are 12 tracks in the game, 

but | can only find six. Are there really 
12 tracks or is it just a con? 
Jamie Russell, Oundel 

There's a mirror mode in the game 
which allows you to race on mirror 
images of the existing six tracks. 
GT 64's advertising men seem to 

| think if the N64 was used to its full potential, then a flight sim would be a big hit. It 
would combine amazingly smooth visuals, massive levels and options for a four-player 
dog-fight - like GoldenEye but in the air. 

The one-player game would start with a training mission in a simulator. Once you 
had proved yourself there, you'd move on to a small training jet before starting the 
proper missions. There would be four of these on each level — some where you are flying 
super-fast jets and some where you have to drop cargo on specific targets from the back 
of a Hercules. 

After completing all the missions, there would be two bonus levels. One set in World 
War Il and one in the future with massive skyscrapers and supersonic planes. We think 
this would make a terrific game. 
Simon Gill & Jack Croft, Penrith 

Pilotwings was a pretty good flight simulator, but a bit more shooting in it would 
probably have helped its sales. Aero Fighters Assault was just plain dump, so yes, there's 
plenty of room for improvement. Ed 

Dr Kitts’ Game Clinic 
Your questions answered by N64's King of Hard Stares — Martin. 

mentions something 
about these be being 

nop noes 
es breaking into his 

Be ius Renna 
v can | get it to 

jo-Tooie, but 
tb ol ma rcanl mec-ta meg 

it's not fair. | want those secrets 
E now. Tell me how to get them. 

Gavin Doughty, Preston John Wells, Norwich 

mia 
Omi mal 
large 
encyclopaedia 
of Amusing 
Deaths, Dr 
aie 

Raised by his bleeper Dr Kitts 
od om TUN 

ow a Banjo- Pere (OW aks 
Mee wells 

get an answer 
; as Pi Merrm | 

LL a on page ry definitely have to wait. 

I've just completed Banjo-Kazooie 
with all 100 jigs and 900 notes, 
and seen the three secrets Mumbo 
alos elO Madam ale M10 [0( laa Onal 
island, door and ice key). Mumbo 

Have you got a gaming problem? 
Get it cured on the NHS by writing 
to: Dr Kitts’ Game Clinic, N64 
Magazine, 30 Monmouth Street, 
ET 7-0 ard] 

| think the lack of a comb is nearer 
the mark, but still... Ed 

think this allows them to double up 
the track count from six to 12. Seems 
a bit of a con, but none of us wear 
red braces or are called Rufus. Ed “Mean 

programmers" 
| have been studying GoldenEye very 
closely. | bet you didn't know that the 
furthest a guard has been set to walk 
by those mean programmers at Rare is 
on Surface 2. It takes the guard nine 
minutes 35 seconds to make his patrol 
and he takes 1,039 steps to repeat his 
journey. This is a proven fact! 
Craig Silcocks, Trowbridge 

“In touch” 
While reading Romeo and Juliet, | 
came across this: “Superstition 
attributed tangled and matted human 
hair to the action of Elves." This 
confirms it — Wil 'FuSoYa' Overton is 
in touch with supernatural spirits 
beyond the realm of human 
understanding. The boy is blessed. 
Peter King, Rustington 

IDREAM\ON 
X-Men 64: Lost Powers 
X-men 64 Lost Powers is a 3D beat-'em-up like Fighting Force and Tomb Raider. Firstly, 
you choose the game you want; one-player, co-operative or death match. Then you 
choose your players out of Rogue, Storm, Jubilee, Jean, Cyclops, Wolverine, Gambit and 
Beast. Then you begin your death match or the main game. In the main game, you start 
in the city at night wearing everyday clothes. Then you get a call from Professor Xavier, 
telling you that the mansion is being destroyed by Juggernaut and Maneto. You head off 
to the mansion but get attacked by an anti-mutant gang. You have to fight them off 
before you can get back to the mansion. When you finally get there, it's too late because 
Magneto and Juggernaut have destroyed the mansion and kidnapped all the X-men. 
Laurence Jenkins, Hereford 

Yeah, that sounds great, Laurence. We like a bit of X-Men here at N64. Especially if it 

involves “anti-mutant gangs" and, er, all that other stuff. Your idea was pretty specific 
about what was going to happen, though. Maybe players need to be surprised more! Ed 

v9 aNd 



There's not a lot to do in Trowbridge, 
is there? Ed 

“Whey-hey!" 
I've broken the world record for Mario 
64 again! This time I've done it in two 
hours and 22 minutes, taking me all 
the way to the end of the 70 star 
credits. I've enclosed a video tape as 
proof this time around so there you 
go, I've officially broken the record! a 
Whey-hey! 
Simon Gower, Combwich 

a Se Pee a a et 

Why haven't we seen a picture of 

Paul's plant recently? Have you 

killed it? 

George Whittaker, Bedford 

computers. 

Okay, well done. We'd like to run the 

SMé64 thing as a proper I'm the Best 
league, but sitting through two hours 
of video proof is taking up too much 
of our time. Case closed here — let's 
move onto Banjo. Ed 

“Read 
Norwegian” 
| found an article on developers 
Innerloop in Dagbladet - Norway's 
tabloid newspaper. As you've 
mentioned this group a couple of 
times in ‘An ear to the ground’, | 
thought it might be of interest. | 
take it you don't read Norwegian, 
so I've translated a short 
summary for you... 
“Playing themselves rich! 
Six boys in their 20s are the 
creators of the computer game 
Joint Strike Fighter and have 
made between 70 and 80 
million crowns (5.5 to 6.5 
million pounds) in two years. 
Innerloop was founded in 1996 and 

| was playin: on 1 World Cup '98 

and | somehow managed to geta 
throw-in from the goal line. ‘Has os 

happened to anyone else? 

Guy Bailey, Great Yarmouth — 

Am | the only person to notice — 
that the design on the red flight 
pads in Banjo-Kazooie looks 
suspiciously similar to a cannabis 

cs Could i pe secret of 

mn, one 

i 

1) How much will Zelda be : 1) Will the turn-based 
OL MUU ae tN eMC hee) 

2) Which is best, V-Rally or : Heaven move faster than 
Top Gear Overdrive? : FFVII’s slow effort? 
3) When will they be here? : 2) Do Konami still have the : 
4) How much will they be? : Turtles licence? 
John Simons, Lincoln : 3) Any chance of an N64 

: update of the old NES ice- 
Aer Udo 

Steel? Maybe Major A 
: could handle it? 

4) Will we ever see a 

: Contra game on the N64 
or an update of 

AS elidel aa 
Peter Kinsella, Ireland 

R Davies, Roc 

: adaptor so that you can 
: have more than four 

Rally. To 
fo) ma kG 
4) Both 

Could you please tell me how 
Andrea is? 
Lionel Laurent, London 

also pretty 
elle | 

eM le ere] 
Some Konami orientated 

questions for you: 

the six boys have learned all they 
know about computers by themselves. 

The company started with two 
computers, discovered a new way of 
making game graphics and presented 
it to the big companies in the USA. To 
afford to send a man over to America, 
they had to sell one of their precious 

They signed a contract with Eidos 

hr tity nora 
a 

© data 
med Million 

Fuy tay 

: lapse now - the Turtles 
Ae eee? 
: force they once were. 
Pe O11 NAV de lode) 

seem ie Ee 
: 4) No plans as yet. 

PMU MR oT TC 

A ce nelia. eM 2), Cs 
: took you over a day to 
: complete. It took me 
PULP Mec 
Bee xcul ya 

: the Quick in 0'00"0? 

: 1) A number of people 

who wanted a flight game. Innerloop 
co-operated with the Pentagon, 
Boeing and Lockheed Martin, and 
spent about 15 months working on 
the game." 

They go on to reveal that they are 
making two new action games that 
will appeal to a much wider audience. 
Could either of these be the N64 
game you were talking about? 
Erik Amit Nordlie, Norway 

Thanks for the article. One of Eidos’ 
current N64 projects is 

indeed coming from 
Innerloop. It's an 
extreme sports 
simulator (parachute 
jumping, snowboarding 
and the like) and — from 

the extremely short 
video clip we have seen 

— makes excellent use of 
the groups proprietary 
landscape technology. It 
looked lovely. Eidos are as 
vague as ever about a 
release date, though — next 
year some time is all they'll 
commit to. Ed 

“Evil 
passport” Joiry Pc re trike ° Fighter. 

nm Matas a de Warning! Do not buy the N64 
grudere Passport! My mate was going 

away on holiday and before he 
did, | took around GoldenEye 
007 and Wave Race 64 (both 
PAL) for him to put in his 
Japanese N64 so he could stick on 
some of the cheats. But did the 

N-Sukse 

RC A ed 
d DKR from was 

e-production version 
: lent to us by Rare them- 

selves. By the time the 
game came out, games 
testers had decided that 
aay er Coin Challenge 
was too difficult and Rare 
modified it slightly to 
lighten it up. You 
probably still are a 
gaming genius, though. 
2) Nope. However, Micro 

s 64 will have an 
layer mode, 

probably using a complex 
system of pad sharing. 

: 3) Check out the letters 

page in issue 19. 

arsed sims seem to be 
the domain of EA and 

NTI axel eure ur<mel) 

2) Is there going to be an 

players at one time? 
3) How is it possible to do 

the Footrace with Koopa Send your N64-related 
: questions to ‘So tell me 
: this’, N64 Magazine, 30 
Monmouth Street, Bath 
7.4) 

Arun Rao, King's Lynn 



cheats work? Oh no. The screen was 
flickering so much, it was difficult to 
tell what was going on, but we 
eventually worked out that the cheat 
options screen had disappeared. 

Later, after | had calmed myself 
down, my mate lent me his 
American copy of Shadows of the 
Empire. But that — evil - N64 
Passport just made the screen flicker 
up and down. 
Colin Farr, Bromley 

Your first problem is true of all 
convertor carts. The game you use as 
a ‘key’ (the one that slots into the 
back of the cart) will always have its 
game saves wiped. Occasionally, if 
the game you actually want to play 
has games saved on it, they will be 
wiped too, although usually only the 
first time. 

The second problem is probably 
something to do with the connection 
to your TV. If you use the RF 
connector that comes bundled with 
the N64 together with the Passport, 
the chances are that you will get 
screen flickering (the signal the 
Passport and N64 send out isn't a 
perfect PAL conversion). To get 
around this, you need to get yourself 
an N64 to SCART, composite or S- 
Video lead (prices start at around 
£7). You can buy these at most 
shops that stock N64s. For a full 
rundown of convertor carts, check 
out issue 16, page 82. 

We've not had any significant 
problems with the Passport. 
However, the codes to get new 
games working aren't appearing very 
quickly on the Internet, which is a 
bit of a shame. Ed 

“Just me?” 
Is it just me who can't find the 
Cylinder Bomb Thrower that you 
mentioned in your GoldenEye review 
in issue 10? | have the All Weapons 
cheat, but | still can’t find that CBT. 
Where is it? 
John Rogers, Coventry 

Ah well, a bit of a confession to 
make here. Somehow, when we 

were listing the guns available in 
GoldenEye, we managed to confuse 
the whole grenades/grenade 
launcher (with cylinder feed) thing 
and made up an entirely new 
weapon - the Cylinder Bomb 
Thrower. This was a complete 
hallucination on our part for which 
we apologise humbly. Our only 
excuse was that we'd obviously 
been playing far too much 
GoldenEye (in order to finish the 
game in time to write the review) 
and we were all extremely short of 
sleep, and brain power. 

No Cylinder BombThrower, 
then. Sorry to anyone who's 
wasted time looking for it. Ed Q 

The eT eU la) 
RESULT! 

Back in issue 17 we asked you to 
send us a short cartoon strip. Why? 
Well there were videos up for grabs, 
if you remember - the latest 
episodes of Neon Genesis 
Evangelion and (ahem) Dirty Pair 
Flash. 

; Well, the closing date has been 
] and gone and we're now pleased to 
announce the winner. The ten panel 
story you see here was drawn by 
Jukka Piira from Helsinki in Finland, 

p4 and, in the opinion of Wil and 
i} James, was the, er, best. The story's 

a little hard to follow, but we loved 
the large middle panel. Why the 
tail? It's a Finnish thing, maybe. 

Runners up! 
We had loads of brilliant entries and 
picking the winner wasn't easy. The four 
people who came closest to the top spot 
(and who also win videos) were: 
Lee Maile - with his gory view on how 
N64 Magazine recruits its staff. 
Rob Pierce — for his largest and most 
colourful compo entry to date. 
Gavin Emery - for turning James, Andrea 
and Tim into anime super-heroes, 
and D Wescot - for making James’ eyes 
water. 

Highly commended 
Such was the standard of entries we 
didn't feel we could let these people go 
without an N64 badge. 
Congratulations to: 
Alex Smith, Michael Pflaumer, Bryan 
Hartzheim, Andrew Brimble, Valentyn 
Kratke and Alan Monaghan. 



‘© a more important runt. Push those ideas 

i Other Side Soft 
The game's name 

. ‘ou're a grunt. A cog i 
Its publisher 

A summary of our review 

The best tip or cheat, and 
any issues that we've 
done guides 

The issue we 
How much it costs reviewed it in 

[XCF 16 @ 58% @ MK 

Good in spells, but flawed and disappointing at length, AFA feels 
realistic enough but is too dull, too often. 

To access the secret planes, go to the Title Screen and press Left-C, Bottom-C, Right-C, 
Top-C, Left-C, Right-C and Down-C. 

Aero Gauge 
17 @ 10% @ MK 

A real stinker of a Wipeout clone with game-affecting pop-up, 
cheating computer opponents, and terrible controls. 

If you shelled out good money for Aero Gauge, 01273 821104 is the number to phone to 
complain. 

All Star Baseball 

Acclaim £40 KE 19 @ 84% @ TW 

A meticulously realistic baseball sim, with excellent hi-res graphics 
and ultra-detailed gameplay. The Americans adore it. 

Enter ATEMYBUIK at the cheat menu and choose Alienapolis as your stadium. Let the 
Elle Wat ee 161 

Automobili Lamborghini 
Titus £50 XC¥ 10 @ 67% @ TW 

It's not that it's actually bad, just only really competent. It'll pass a 
few hours but don't expect anything as lasting as Top Gear Rally. 

When in the pits, you have to waggle the analogue stick to make your crew work faster. 
Remember: waggle in a circle, not from side-to-side. 

LET Ret Lele) () 
Nintendo/Rare £50 INGA 18 @ 92% @JA 

Rare's mastery of the N64’s hardware is once again demonstrated in 
this vast, stunningly beautiful, and supremely playable Mario-alike. 

When you've finished the game with all 100 jigsaw pieces, go back to Banjo’s house and 
look at the pictures on the walls to access a cheats sub game. 

Issue 21 

6 above ygur station 

Extra points are awarded if you manage to tell someone off for making an honest mistake. 
And hairstyles win prizes, so make sure you still loo< like Johnny Kotten did. In the 70's. 

James Ashton 
sTeT aU 
Davies 

Marcus 
Eada 
aA: \e 
MON 14 Cela) 
Zy Nicholson 
eT 
sTeT aru) 
Nash 

ate siadar Ua 
Tim Tucker 
IE b 
Vara 
Dean 
Mortlock 
orm e 

Steve Jarrat 
ETAL) 

The reviewer's initials 
(see next door) 

Score 

INGR 20 @ 76% @JA 

Arm-ripping beat-'em-up with excellent graphics, but a little bit 
shallow on the gameplay front. Fun for a blast every now and then. 

Vi 

DIR 5 @ 88% @ JS 
1 

Nintendo/Rare £50 

Undoubtedly one of the most idiosyncratically original games on 
the N64, and one you're almost certain to enjoy. 

Bomberman 64 

Hudson/Nintendo £50 XE 8 @ 50% @ ZN 

Oh dear. A big disappointment. The one-player mode was always 
a bit tedious but the multiplayer game has been completely ruined. 

Have a gander at Zy’s review in N64/8 for the low down on how to play Bomberman and 
the bits to look out for. (If there are any.) 

Buck Bumble 
=e 

Ubi Soft £50 XC 20@ 70% @JP | 
= 

Dodgy graphics and unconvincing controls, but not the worst - 
shoot-'em-up we've ever played. Try before you buy. 

See N64/22. 

Bust-a-Move 2 

Acclaim £40 INGA 17 @ 80% @JA 

Don't be put off by its dodgy graphics. One of the best puzzle 
games in the world, and certainly the finest so far on the N64. 

Cancel all engagements for the next month or so, prepare yourself a selection of snacks 
and barricade yourself in. This‘ll eat up your time like no other game. 



Chameleon Twist 

There are thrills and spills but it won't take you long to finish. The 
multiplayer game beats Bomberman - but that's not that hard. 

Clayfighter 63%; 

Possibly the worst game on the N64. Except, perhaps, for a game 
where you have red hot needles shoved into your eyes. 

eye) Sa ed 

A simple yet engrossing helicopter shoot-'em-up, very much in the 
Desert Strike tradition, and with good replay value. 

Cruis’n USA 

Cruis’n World 

Why Nintendo chose to put their name to this appalling sequel to 
one of the N64’s worst games is a mystery of Area 51 proportions. 

Dark Rift 

Uninspiring special moves and similar characters. Nicely animated, 
potentially solid but, ultimately, really rather dull. 

TCT VA CU Fa tard 

Nyt 
This game is huge (40 tracks), a massive Adventure mode and three 
different vehicles to choose from. Not quite as good as MK though. 

Doom 64 

Solid and workmanlike but, up against Acclaim's dinosaur-basher 
and Rare's breathtaking Bond licence, it looks dreadfully old hat. 

Dual Heroes 

Stashed full of innovative features, like the ability to train the 
computer to fight in your style. Sadly it's ruined by some terrible Al. 

eT Cm IT a my | 

A commendably violent and vastly enjoyable conversion. Gorgeous 
new explosions and a brilliant multiplayer game. 

Extreme G 

Never likely to displace Wipeout 2097 as the ultimate future racer 
but still hugely impressive. Face-melting speed and beautiful tracks. 

Ubi Soft could have done a lot more with this. Obvious flaws 
include horrendous pop-up and stop-dead banks. 

ee CeCe UT a) 

ty 
Astonishingly realistic, visually stunning racing sim that really 
shows off the power of the N64. This is Formula One. 

a 

How in the wide, wide world of sport did this get through 
Nintendo's quality control department? We can only wonder. 

Tila: 

vii 

FIFA ‘98 the Road To The World tT) +) 

IN 
Banishing the memory of FIFA 64, there's plenty of promise here 
and a seemingly rosy future for the World Cup '98 version. 

Fighters Destiny 

Gorgeous animation, likeable characters and an ingenious Master 
Challenge. In a very real sense, our Tekken. 

ey etl Cay 

A fabulous Descent-style shoot-'em-up with unbelievable lighting 
and visuals. Lacks personality in multiplayer but worth investigation. 

GoldenEye 007 

Brilliant levels, detailed scenery, breathtaking weaponry and a oe 
perfectly judged difficulty curve. It doesn't get much better than this. 



Handles reasonably well, but it's slow, ugly and there's far too much 
pop-up. Not what we were hoping for. Nice initials, mind you. 

Sadly, exactly the same as its elderly PC mum. Still fun in a retro 
kind of way but, in the light of Go/denEye, hard to recommend. 

This puzzle offering from Iguana looks nice but plays blandly. Push 
left or right and watch the CPU opponents win every time. Dull. 

Int. Superstar Soccer 64 

No 
An almost flawless game which could only have been bettered with 
the addition of real teams. Kills all known FIFAs dead. 

ISS ‘98 

Enhanced and updated from the original game and, now more 
than ever, the finest football game in the world. 

Great in its time but a bit out-dated now. For most people, 
enthusiasm for this type of beat-'em-up is at a low ebb. 

Kobe Bryant in NBA Courtside 

Nn 
Fluid gameplay, sharp graphics, and a very simple control system 
make NBA Courtside the best ever basketball game. 

Lylat Wars 

Perhaps not as perfect as it could've been (it really needed a level 
select, for instance) but another tour-de-force for Shigs. 

We weren't expecting much but this is a highly competent fighter 
that'll gladly tide you over till Capcom arrive on the scene. 

fer and 

The Madden series’ first outing on the N64 is as fantastic as ever. In 
fact, probably the best version of the game so far. 

Mario Kart 64 

The multiplayer modes are outstanding and you'll still find yourself 
racing the one-player tracks long after you've beaten the game. 

Mischief Makers 

It's retro but it's totally rewarding and expertly constructed. Along 
with Yoshi's Story, a perfect example of how to do 2D on the N64. 

Mission: Impossible 

After years of waiting, horrendous Al, a clunky engine and jerky 
controls lets Mission down badly. Promising, but poorly executed. 

MK Mythologies 

Disturbingly bad, this could only be less enjoyable if it squirted 
sulphuric acid into your face. Hate it till you can hate no more. 

Mortal Kombat 4 

Figures suggest that 97.4% of the world's population has, at one 
time or another, played a version of MK. This one's the best yet. 

aS eG my ay 

Nr 
This is really poor. A wealth of options, cheats, extras and finishing 
moves can't save it. Avoid with clinical determination. 

Multi Racing Championship 
Ry 

The conversion job has done it no favours. ‘Gritty’ graphics and, in 
comparison with Top Gear Rally, it's also far too easy. 

Mystical Ninja starring Goemon 
NCW 

There's plenty to sink your teeth into here. A sprawling, enjoyable 
adventure that works its socks off to square up to Mario. mere — Ge 

- scdati epinsatite : Be 



Nagano Winter Olympics 

NW 

Luge, bobsleigh, halfpipe, curling, they're all here and they're all 
supremely boring. Still, if you're having trouble sleeping... 

NBA Hangtime 

The problem here is that two-on-two basketball gets very boring, 
very quickly. Even with a cheats list, your attention will soon wander. 

NBA Pro ‘98 

An enjoyable multiplayer game and lots of options. Good, but 
hardly brilliant. The question is do you really like basketball? 

NFL QuarterBack Club ‘98 

Xe 

It's got the crucial NFL licence but doesn't quite manage to displace 
Madden. More for the purists, work at it and you'll reap the rewards, 

NHL Breakaway 

Little excitement and a dearth of originality. There's nothing here 
that hasn't been done better in Wayne Gretzky. 

Olympic Hockey Nagano "98 
on 

Cheap, cynical cash-in on an event that generates only total 
indifference in the UK. The proper Gretzky games are much better. 

Pilotwings 64 

A supreme example of how to harness the N64's immense 
potential. Up, up and away. 

Tidy new light sourcing, polygonal monsters, a lame two-player 
deathmatch and lots of blood. Good, but by no means brilliant. 

Rampage World Tour 
Nteyt 

This conversion of the age-old arcade classic is fun and brings back 
fond memories. But, ultimately, it's an expensive and limited outing. * 

eve t 

PETIT 

Robotron 64 

An entertaining update of the classic arcade shoot-'em-up, but it’s 
= ~=6more than a little repetitive if you're not a committed retro fan. 

oY 

San Francisco Rush 

Gravity-defying leaps, rattling top speeds, mid-air, multi-car pile- 
ups, tonnes of explosions and loads of secret bits. Great fun. 

- Select 

Shadows of the Empire 

[ex 
Fab snowspeeder and space battles are ultimately let down by some 
lacklustre Doom-style bits. It still has a great Star Wars feel though. 

Snowboard Kids 

Mario Kart on ice. Technically a little ragged but still enormously 
mB good fun — just take a look at the multiplayer mode. 

Super Mario 64 

Everything that's made previous Mario titles great, fleshed out into 
3D. Without doubt, this has to be the world's greatest videogame. 

Bra dity iti 

Confusing (surely what it definitely shouldn't be), complicated and, 
although it looks lovely, eventually it just ends up being frustrating. 

Boy eat 

Some of the fastest, most realistic driving ever to grace a computer 
game. Well designed tracks help ensure a healthy lifespan. 

Turok: Dinosaur Hunter 

Screen-filling dinosaurs, ludicrously bloody violence and some 
breathtaking weapons. A phenomenally good game. 

War Gods 

Vile characters, half-hearted moves and ludicrous end results. So, all 
in all, a complete and utter waste of time. 



NG4I DIRECTORY, 
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Wave Race 64 

Nintendo £55 NCA 2@ 90% @ ZN 

Thoroughly realistic water effects and a scintillating two-player 
speedway make this easily as enjoyable as Mario Kart 64. 

To achieve the Helicopter stunt (and 1700 points) - when you’re on the ramp, turn sharply 
in a Left/Up direction and then hold Down. ® Double Game Guide + no. 3 (issue 14). 

Wayne Gretzky's 3D Hockey EP as 
NR 6 @ 75% @ TW wees = 

For sheer whizz-bang, puck-zipping magic, Gretzky is hard to beat, 
the one thing that lets it down is the fact that it's only ice hockey. 

GT £65 

Loads of tips in Tips Extra N64/5. ®@ For super teams, go to Set-up and then Options, hold L 
and press the C button sequence: Right, Left, Left, Right, Left, Left, Right, Left and Left. 

GT £60 INCA 16 @ 70% @ MK 

A good ice hockey game but, when all's done and dusted, is it really _ 
different enough to Gretzky mark one to warrant buying? No. " 

To access a cunning sub-game, where the ice hockey players scrap each other, keep fouling 
the same opponent. 

WCcw vs NWO: World Tour 

TeHQ £55 XC 12 @ 70% @ TW 

A perfectly acceptable, technically solid beat-'em-up with 37 
grapplers with colourful pants. Not quite Tekken though. 

PET Mage ela me eR AE Ol Pe Le el) 
get to by holding A and wiggling the analogue stick. 

import Games 
1080° SNOWBOARDING 

LS 

Bottom Up ® 11 

AIR BOARDER 64 

ART OF FIGHTING TWIN 

AUGUSTA MASTERS ‘98 

BIO FREAKS 

BOMBERMAN B-DAMAN 

BOMBERMAN HERO 

CHORO Q 64 

DENRYU IRAIRABOU 

DEZAEMON 3D 

DORAEMON 

FAMISTA 64 

Human ® 16 @ 62% 

Culture Brain ® 12 

T&E Soft 

Midway ® 18 @ 76% 

Hudson ® 20 ® 23% 

Hudson @ 17 @ 66% 

Takara ® 20 @ 56% 

Hudson ®@ 12 @ 65% 

Athena 

Epoch ® 2 

Namco ® 11 

19 © 82% 

60% 

68% 

ERO X E Nintendo ® 19 © 91% @JA 

G.A.S.P! FIGHTER’S NEXTREAM 

THE GLORY OF ST. ANDREWS 

JANGOU SIM MAHJONG DO 64 

J-LEAGUE DYNAMITE SOCCER 

J-LEAGUE ELEVEN BEAT 

Konami @ 15 @ 52% 

Seta @1 

Video System 

58% 

8 © 66% Imagineer 

Hudson ® 10 @ 52% 

eee Tear a 
R9 Nintendo @ 14 @ 89% @JA 

90% 

78% 

14 9 47% 

TW No 

7%69% © JD 

Ocean £40 NCR 15@ 74% @ JP 

Reasonably priced take on the age-old Tetris theme, with water and 
mountains. It's better than Tetrisphere but, ultimately, lacks variety. § 

To prepare for bombs falling, build a raised area in the right corner of the screen. When a 
bomb appears, drop it in this safe zone, returning to make repairs later. 

World Cup ‘98 
EA £60 NOR 16 @ 73% @JA 

FIFA as FIFA's always been. Competent, licence-led but sluggish, 
frustrating and now with semi-automatic tackling. Hmm. 

Win the World Cup - on any difficulty - for access to the Classic Match option. This allows 
you to replay past finals. 

WWE Warzone 

Acclaim £50 

DY te 

NEA 19 @ 85% @ M 

A fantastic fat-fest with high-res visuals, plenty of fighters, TV- 
chucking and a brilliant Create-a-Player mode. Best wrestling ever! 

On the character biography screens, push down on the analogue stick to select the 
wrestlers alternative uniforms. You can also rotate them like this. 

ca 

IX 15 @ 86% @ TW Teg 
Tha 

Surprisingly, a Nintendo game that lacks both ingenuity and 
longevity. But it’s amazing to play and beautiful to look at. 

Cr Te Ca 
Nintendo £50 

To find the white Yoshi, work your way through level 3 until you find poochie yapping at a 
red pipe you can’t reach. Go down the next red pipe and look for the ? bubble. Voila! 

Not an immediate hit, 1080° will take time and perseverance. Its utter 
brilliance, though, just has to be admired Medd 

ME Sumo it may be, but Bottom Up have turned Japanese wrestling into a 
ig stonkingly fine, fun-filled fat-fest 

An unusual and quirky little game, but there's no proper objectives and no 
real challenge. Looks great, plays boringly. TW Powe lina 

DM cy) 

JP Your N64 could run this with the power off. A very poor conversion of a 

TBA dated game design to be avoided at all cost. 

A simplistic beat-'em-up but one with some charm and, given the dearth 
of quality N64 fighting games, not a bad proposition. 

JP Graphically impressive beat-'em-up that'll delight most casual players, but 
is more likely to disappoint SF2 purists 

JP Cheap and nasty mixture of simplistic shooting games. In Japan, it's 
No actually against the law to buy crap like this 

Strangely compulsive at times, but not much of an improvement over 
Bomberman 64. No multiplayer mode at all. Tw Autumn 

MK ll 

JN Denryu is a console-based version of the game at fetes with the copper 
be Ha le) stick and wire. It’s up to you 

Painfully slow clockwork racer with a decent enough track designer, but a 
total lack of speed-based thrills. Tedious. 

A complete shoot-'em-up development kit stuffed onto a cart. Tricky, but 
great fun MK alg 
A slightly linear, slightly confusing and all-too-tedious Mario clone. Perhaps 
more suited to your younger brother or sister. TW Yr) 

Tw Not quite the Namco debut we were hoping for, but probably just about 
tae re edges it as far as baseball games go 

The fastest racer on earth, and one of the most exhilarating four-player 
experiences you can buy. Sublime ao 

It's frightening when developers like Konami can't get it right, but 
G.A.S.P! is another appalling attempt to emulate Tekken. MK TBA 

The N64's first golf game lacks any redeeming features whatsoever. A 
ropey graphical engine and dodgy controls 

So, the best mah jong game yet? Well, probably, but does it really matter? 
Never EVER It'll probably fly off the shelves in ker-razy Japan 

What chance has a sprite game in a world with /SS64? This is incredibly 
basic but persevere and you might get some joy. TW rey 

While Dynamite Soccer was an ugly but enjoyable fat-bloke football 
game, Eleven Beat is plain ugly. One word: ISS64 TW 



J-LEAGUE PERFECT STRIKER Ba Konami ® 1 ® 89% @ TW PETE cin ciuucacwoemane 

ah diane dae Take 2 @ 1609%@MK™ POPPI i. voouicak ctx yout ston ny Os 50 
JIKKYOU WORLD CUP '98 "9 Konami POMPE 5 cence Ard ssi he bet fote game eran OP 
KING OF PRO BASEBAL Imagineer ® 1 @ 68% @ TW ccs eamicomeana cocum 
MAH JONG 64 Konami 

VN le) Cem Vt Koei 

Bn 2S sia cheeaficehsadaale:d el Nintendo MEE ciicinernmeratcuen 
Cone ta a Midway @ 11@ 9% @ JD & Mn otacidhussimouk 

eS Midway @ 19@21% @JA ™ PASO unvlayabity, with inst cessbonus 

siassdacibath edleedinleernci Hewia ® 13 @ 12% @ TW [ion eee 
POWER LEAGUE 64 Hudson @ 7 @ 42% @JA 

POWER PRO BASEBALL 4 Konami ®@ 3 @ 54% ® TW 

POWER PRO BASEBALL 5 Konami ® 17 @ 78% ® MK 

PUYO PUYO SUN 64 Compile @ 10 ®@ 80% @ ZN 

QUEST 64 THQ @ 18 @ 71% @ JP 

RAKUGA KIDS Konami MK 

SIM CITY 2000 Imagineer @ 13 @ 83% @ JP 

STAR SOLDIER Hudson © 19 @ 72% ®@ MK 

SUPER ROBOT SPIRITS Banpresto ® 20 ® 63% @ MK 

SUSUME! TAISEN PUZZLE DAMA Konami TW 

TAMAGOTCHI WORLD 64 Bandai JN 

TOKON ROAD Hudson ® 12 @ 49% ® DM 

VIRTUAL CHESS 64 Titus © 18 ® 76% ® TW & 

WHEEL OF FORTUNE Gametek 

WILD CHOPPERS Seta 

WONDER PROJECT J2 Enix @ 1 @ 55% ® WO 

18% 91% © TW 

wo If you've never played mah jong this would be a very tough way to learn, 
No with its copious Japanese text 1% 69% 

JD More of a beginners guide to the game than previous efforts. The heavy 
ag reliance on Japanese text makes it a bit tricky though 

MK = 

39 65% 

18 © 74% 

WIODIUA WON 
We've got nothing against baseball although it is, plainly, tedious but this 
effort from Hudson is tragically awful 

The fourth in Konami's series of baseball games, this went ballistic in Japan 
but we don’t rate it as highly as King of Pro 

Improved again with a tweaked game engine and a strangely enjoyable 

RPG section. Strictly for fans of Japanese weirdness 

You didn’t buy your N64 to play this but it's still rollickingly good fun 
So, if you're rich, try it on for size 

The N64's first proper RPG is enjoyable but lightweight. The battle 
system is good, but the rest looks rather unfinished 

The most adorable characters in the world scrap it out in this great 2D 

graffiti-'em-up. Far too cute for its own good 20 © 80% 

Although it looks no different to the SNES version, this still plays as 
magnificently as ever. Look out for the UK version, soonish. 

Competent and enjoyable retro blaster, but a little on the easy side. Nice 
score attack mode, mind 

The Japanese love their anime robots, but they won't like this too much 
A disappointing waste of a great license 

Another N64 Puyo Puyo game but a quirky, enjoyable one all the same 
Plus, there's a great bowling sub-game. 15 © 78% 

12 It's a 64-bit board game and it's quite fun but it goes on a bit, gets a tad 
samey and, obviously, guarantees minority audiences 79% 

The latest entry from the highly productive Hudson is a tedious old 
wrestling sim that lacks the refinement of WCW vs NWO. 

Just what your N64 has been waiting for — a top-class chess sim that means 
you'll never have to get beaten by Grandad again 

Abominable visuals, tragic animation and hideous Americanisms. Worse than 
accidentally falling off a cliff. And surviving 

JD 

119 17% 

72% A good, solid chopper sim and one with an unusual but actually quite 
intuitive control system. Perhaps a bit easy, but good fun 

11 

Guide a robotic girl through various ‘real-life’ situations with the overall aim 
of making her a real person. Weird and very Japanese 

trot tit  m Met etd THE NUMBERS NET 
; ‘ 4 Mee UM aloe Col mee Um | 

Something for code-happy, java-loving surfers everywhere, our web guide. Nintendo 64 interest. 
N64 SITES GTE www.im.gte.com/ 

www.né4cc.com THE Games (01703) 653377 Hudson Soft 
Not so much about codes - although there are plenty — as Ree Tae Sa ere www.hudson.co.jp/ 
pointless glitches. Thousands of them, in the biggest glitch Nintendo Australia ifagineer 
archive we've seen. There's every GoldenEye quirk, along with " www.nintendo.com.au/ 5 / 4 i Nintendo Japan www.imagineer.co.jp. 
several hundred others that we just don't have the space to www.nintendo.co,jp/ Interplay (01628) 423666 
show you, plus masses of stuff about Mario, 1080°, Banjo, and Next Generation www.interplay.com/ 
every other game. Most submissions are from illiterate Yanks, www.next-generation.com/» Konami (01895) 585 3000 

5 - Fi IGN64 ign64.com/ Japa a / 
so they're not simple to decipher. A bottomless mine of useless Spee eesonari beep 

Human www.human.co.jp/ 

5 c F US www.konami.com 
information. Outstanding. Midway = www.midway.com/ 

Acclaim (0171) 344 5000 Namco 
acon: Ihe On ron N64 Poge Japan www.acclaim jp.com/ — japan www.namco.co.jp 

34 ¢ & eee a US — wwwaacclaimnation.com/ — ys www.namco.com/ 
http://www.erols.com/phelkow/n64 Argonaut www.argonaut com/ 
This recently relocated site, also known as N64 : ASCII www.asciient.com/ 

Ocean (0161) 832 6633 

odon.com/ocean 
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@ Top Gear Rally (UK) £35, 
Super Mario 64 (US) £30, both 
as new. Call Trevor on 0181 
6565851 (evenings). May swap. 

@ N64 with GoldenEye, Lylat 
Wars, Blast Corps, Banjo, Turok, 
Top Gear and Mario. Extra pad, 
memory card and carry case 
£245. Call Adam: 01704 822609. 

@ Japanese Blastdozer, Starfox 
and Yoshi's Story each for £25, 
Goemon for £30 and 64 O-Sumo 
for £40. 64 O-Sumo will not be 
out in Britain. 
Call Vo on 0181 694 8852. 

@ Lylat Wars, NHL Breakaway 
and Mario for sale. £100 the lot 
or £35 each. Call Paul on 01455 
209684. 

@ Lylat Wars £30 or swap for 
WWE Warzone & £15. Call 
Rowan on 01689 838819 or 
email r.sloan@england.com 

@ /SS64 boxed with instructions, 
also Game Gear and games for 
sale. Call Nick on 0181 670 
9834. 

@ Yoshi, Bond and Mario full size 
promotional cardboard cutouts. 
As seen in HMV. These items are 
rare! Will sell to the highest 
bidder. Call Ben on 01793 
873571. 

@ Selling SNES with F-Zero, FIFA 
‘98, Super International Cricket, 
Mario compilation cartridge, NBA 
Jam, and FIFA International 
Soccer £50. Tel: 01902 380168 
and ask for Tom. 

@ Diddy Kong Racing, Killer 
Instinct and ISS64. All unwanted 
gifts with boxes and instructions. 
A bargain at £30 each ono. Call 
Edd on 01202 434428. 

@ Blast Corps and Cruis'n USA. 
£25 each or both for £40. Call 
Daniel on 01228 546185. 

@ Mace and Lylat Wars £20 each 
or £40 for both with free official 
Rumble Pak. Tel Stuart: 01535 
272488 after 4pm. Buyer collects. 

@ Penpal wanted aged 10-13 
years. Interests: N64, movies and 
football. Must have a wacky 
sense of humour. Write to Daryl 
Hardle, 4 Purdue Close, Worle, 
W-S-M BS22 OQQ. 

@ 13 year old male wants female 
penpal aged 13-15. Must like 
Nintendo and music. Write to 
Chris at 1 Wolffe Close, 
Cowbridge, Vale of Glam CF71 
TAZ. 

@ | am looking for any James 
Bond and N64 fans. Any age. 
Call Paul Wilsdon on 01247 
469021. 

@ Fun loving criminal likes N64 
and football. Favourite game is 
GoldenEye 007. 14 years old and 
is English, wants a foreign 
penpal. Write to Matthew Page, 
72 Hopedale Road, Frecheville, 
Sheffield $12 4XQ. 

@ Penpal wanted around 13-14 
years old. | like N64s, movies and 
music. Write to lan, 20 

Leominster Road, Grangetown, 
Sunderland SR2 9HG. 

@ Penpal wanted aged 12-14. | 
support Liverpool, favourite 
player Michael Owen. | also like 
movies. Write to Laura Beasley, 
59 Craig Avenue, Reading, 
Berkshire RG30 2PJ. 

N64 READER ADVERTISEMENT FORA e4 
Please write your ad in block capitals in the grid below. Put one word only in each box. Name 

Address 

Telephone 

Postcode 

| wish my ad to go in the following section (please tick) 

|] Games for Sale 
|] Games Wanted 

|] Games to Swap 

L| Fanzines 
] Penpals 
|] Help Wanted 

Sadly, yes, there are some. Private ads only. Trade ads will be 
taken round the back, roughed up and thrown out. Adverts 
for pirate software will not be accepted, either, and we might 
even hand them to the head teacher at lunchtime. Snitch! 

| have read and understood the conditions for the inclusion of 
this free reader ad 

Words not in boxes will not be printed. Please remember to include either a telephone 
contact number (with national dialling code) or e-mail address in your ad. 

Send your completed form to: 
N64 Contact, 30 Monmouth Street, Bath, BA1 2BW 

ie yrs et mae a So pss aire fie se ee 
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WANTED 

@N64 Magazine issues 1, 2 and 
4 all in good condition. Please 
call Guy if you have any of the 
issues 0115 983 0358. 

@ Desperately wanted! 
N64 Magazine issue 8 with 
Gentlemen Space Adventure 
quarterly and also GoldenEye I- 
Spy poster mag. If possible issues 
1-7. email john_h@yahoo.com 

@ Desperate for issues 1-9 of 
N64 Magazine, must be in good 
condition with extras will pay up 
to £30. Call Paul 0151 722 8003. 

NEV 

mn 

WMT GATE 

@ N64 Magazine issue 9. Please 
call 01743 352011 and ask for 
Adam. 

@ N64 issues needed. Numbers 
11, 12, 14, 15 and 16. Game 

guides must be included. Will pay 
£2.50 per mint condition issue. 
Call Peter on 01903 783144. 

@ Wanted English Final Fantasy 
Vil manual for PlayStation. Will 
pay £5! Tel Peter on 01903 
783144. 

@ Please help! N64 Magazine 
issue 1 and 2 plus video in good 
condition. If you can help please 
call Paul on 01203 347185 Ta! 

GAMES TO SWAP 

@ I'll give you Mario 64 in 
exchange for Fighters Destiny, 
Snowboard Kids or Starfox. 
Call 01524 276429 and ask for 
Rory. 

@ Would anyone swap my 
Madden for either Cruis'n USA 
or Automobili Lamborghini. Call 
Ben on 0113 286 7155. 

@ Swap Forsaken (PAL), perfect 
condition for NBA Courtside 
(PAL) or Banjo-Kazooie. Other 
offers considered. Phone Will on 
01823 490749. 

A veritable 
Nintendo 64 
car boot sale. 
You'll find 
plenty of 
bargains lurking 
around here. 

@ | will swap Mario Kart 64 for 
Banjo-Kazooie or Mario 64. Call 
01480 890579 and ask for Neil. 

@ | am willing to swap Diddy 
Kong Racing (unboxed) for /SS or 
Fighters Destiny. Call 01273 
601565 (evenings). 

@ Swap Wayne Gretzky (USA) 
for /SS or Top Gear Rally. | don't 
mind if it's not boxed. Other 
swaps also considered. Phone 
Will on 01823 490749. 

@ Will swap Diddy Kong Racing 
for WCW vs NWO or Fighters 
Destiny. Email Jonny: 
jonnyrules@yahoo.com 

Will swap Lylat Wars or Yoshi's 
Story for Goldeneye, would 
consider swapping for other good 
games. Call Leo Birdle 01703 555 
392. 

HELP WANTED 

@ | love golf but | can't find any 
golf games in the shops. Can 
anyone tell me if Nintendo are 
making any at the moment? Call 
Chris on 0151 289 7242. 

@ |'m stuck on Aztec, Secret and 
00 Agent in GoldenEye. Call John 
on 0161 320 4357 (after 
5pm weekdays) or email 
john_h@yahoo.com. 

ASK PERMISSION FROM THE PERSON RESPONSIBLE FOR PAYING THE PHONE BIL. 
MAXIMUM COST OF CALL £3.00. 

THEY MAY GE REPLACED BY A SIMILAR SERVICE ON THE SA 
RANDOMLY FROM CORRECT ENTRANTS. FOR RULES OR 

ERVICES PO BOX 107 KNUTSFORD CHESHIRE WA16 GAG. 
HELPLINE — 0870 740 1002 

(call costs 10p per minute) 

Pa eee ed 
call TEC 309 3100 
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brazenly disregard real-life wisdom and common sense, favouring their own, oft- 
twisted interpretation of universal laws? You haven't, you say? 

Qh but you have. You_have. Here are ten prime ‘weird things’ that only occur in 
games. They're mystifying, funny and irritating in equal measure, and there's often no true 
explanation for their presence. They're just there. Like Everest. Except smaller and less snowy. 

Of course, if-you know another-strange aspect of gaming that you feel should be mocked or 
explained, feel free to write in and’tell us. But, as far as we're concerned, the following are the ten 
best (or, Sometimes, worst). For example, have you ever noticed... 

eel ell amie 
Explain? You're playing a fighting game. Your opponent, a 20- 
foot robot or, perhaps, Beelzebub himself, has a tiny iota of 
energy left. Do you topple him with a huge power-up punch? Or 
some outlandish projectile attack, to an accompaniment of 
flashing lights and visual extravagances? No. You use a simple 
‘weak’ kick. It hits your opponent's foot. And that's it. Lights out. 
They fall, exhausted. You win. An ignoble defeat for your 
opponent, a strangely unsatisfied feeling for you, the player... 

G ames are fun. But have you noticed how strange they can be at times? How they NY James Price 
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But they're out of energy. So that's fair, yes? No! Why 
should a low-powered punch fell an assailant the size of a 
Canadian Redwood? As weird things go, this is a heavy albatross 
for the beat-'em-up to carry. Let's imagine James and Tim having 
a fight about, say, jam. Let's say that James favours strawberry, 
Tim raspberry. They're both down to the final dregs of their, 
ahem, energy bars. Will a tiny, feeble punch to the midriff, leg or 
head see either fall? No! And no again! Because they Jove jam, 

ji P : hence the scrap! And, with every fighting game you care to 
coe paees : mention having a story behind it, why should MK4's Sub Zero, 
in any Mortal for instance, fall over after having his foot tapped by Sonia? He's 
Kombat. re A a Thunder God! Sheesh... 

4 Good thing or bad thing? Just an inherent flaw. Energy bars 
Al Rashid’s in as 1 te Meee are a necessary evil, but their limitations mean that ‘finishing’ 

trouble. A light <\ ae punches are often insipid, sneaky efforts. Perhaps Mortal 
slap around ae Kombat-style ‘fatalities’ should be available once a fighter's 

the face'll f energy drops beyond a certain point, or something. Why not , 
finish him. : send in your own suggestions to Dream On? ey 

GO! WV] 
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cars, big cars, slow cars, fast cars 
Well, it's a feature of almost every driving game ever 

released. Go to the ‘select car’ screen, and you have, essentially, a 
choice between a fast car that steers like a cow, and a small car that 
reaches speeds comparable to that of stuffed monkey nailed to a 
table. Fast cars move forward well but don't turn, the slow cars 
operate in precisely the opposite manner. And the ‘average’ car's 
offered as a newcomer-friendly compromise? Don’t make us laugh... 

Not really, if you think about it. 
With a racing game in the arcades, it's different. Programmers of such 
coin-guzzling monsters have to assume that its players will be gaming 
virgins or mindless simpletons, just to make their game as accessible 
(therefore lucrative) as possible. So the fast/no steering, slow/good 
steering, average/average simplification is acceptable. Console games, 
however, should offer a mite more. In accrediting players with a 
higher level of intelligence and sophistication, developers of ‘domestic’ 

3 racing games would wriggle their way onto far more Christmas lists. 
ea i They could offer players, as a reward for successful play, cars that are 

A 7s sees to the Sw butslow fact and handle well, with the challenge provided by skilful Al 
(e Vee eee es opponents and creative track design. Is that expecting too much? We 

(e think not... 

N6q INVESTIGATES... 

} : < He’s a big boy, though, so it’s only Just an ‘old’ thing. This has been a 
to be expected, no? videogaming ‘cliche’ for a loooong time... 

The disappearing corpse 
The corpse is — hooray! — an integral aspect of many video 

games. Marking the transition of an on-screen homicidal monster or Uzi- 
toting guard to fois gras for fungi, the ‘dead’ body speaks volumes. 
Specifically: ‘You've got him. Stop shooting now. No, NOW! Look, this 
isn't Mortal Kombat, you know. He's dead! Get the other one!’ If you do 
hang around for a moment, though, the body disappears. Why? 

Well, it's simple. Every console or computer 
has a limit on the amount of stuff it can have on screen at any given 
juncture. Just because something is judged in game terms to be ‘dead’, it 
doesn't necessarily mean that moving the prone figure in question takes 
any less processing time. 

that suggests that having vanquished foes remain where they are would, 
indeed, be A Good Thing™. After all, when playing GoldenEye, Quake 64 
or any other polygon first-person blaster, it's easy to get lost, yep? Well, aa 
corpses could act as ‘bread crumbs’ — remember the fairy tale? — for the A Go on, give ita 
player, offering a clear indication that you've already passed through that ed eon 
area. Certain sections of Shadows of the Empire have corpses that remain to disappear. Ker- 
where you left ‘em, but it's hard to say that it improves play in any ching! 
tangible sense. 

There's a school of thought de 

eS 

Amidst the hype, many missed Well, nothing. But, assuming those 
one of Street Fighter 2's most sinister reading this are from the UK and Europe, surely you must 
contributions to gaming: it popularised acknowledge the ‘American’ nature of such displays? If you've 
the ‘winning pose’. Since then, almost scored a goal in a cup final, a victory dance is understandable. If the 
every fighting game has fighters that girl (or boy) of your dreams has consented to a night out, that's 
forsake modesty in victory for an elated good reason, too. But beating someone to a bloody, polygon pulp 
animation sequence and, usually, a feeble and then having a bit of a celebratory jig? Hmmm. 
soundbite. Worse, even, is the fact that But that, in itself, is not the problem. If the after-victory dance is 
the latter is occasionally context- present, the player should be able to choose their own. There. 
sensitive. An American footballer-style should be at least three, including ‘unimpressed’, ‘mocking’ and ‘I 
fighter would cry ‘Touchdown!', while for — salute you, my honourable friend.’ Not too much to ask, no? 
a generic Ninja-type, an inane ‘oriental’ 
scream of some description will suffice. Oh, hell. We're just being picky... 

_ 
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The sequel 
improves upon its 

predecessors 
Explain? Well, you know. 
The software industry used 
to be obsessed by licensed 
games, from film tie-ins to 
character endorsements. 
And, by and large, they still 
are. They have, however, 
realised the potency of a 
recognised ‘brand’. Want an 
example? How about Mario, 
and his games? Or /SS? Or 
Lara Croft? Or Quake? We 
could go one. 

Film sequels are, so the 
accepted wisdom suggests, 
invariably weaker than the first instalment. Many gaming franchises, by 
contrast, improve upon their predecessors. 

Turok 2 is very definitely 
better than Turok. Unlike 

AY Speed 2 and Speed, say. 

But isn’t that a technology issue? Well, kind of. No-one can dispute that 
Mario 64 benefits from N64 hardware and wouldn't, say, work or be possible 
on an NES —- unlike Mario World. Obviously. And there's no doubt that, within 
their lifespans, every gaming format ever known has seen developers become 
more canny with passing years. Who would have thought that Rare could 
create a game like Donkey Kong Country on the SNES when Nintendo's 16-bit 

Looks lovely, 
but does it 
actually happen 
to your eyes? 

alee eee las 
Explain? You must know this one. You're driving over 
the brow of a hill in almost any racing game you care to 
mention, and a series of co-ordinated, coloured and 
largely circular lights appear, trace out a brief pattern, 
and disappear. This is a ‘lens flare’. We'd relate just why 
and when they occur in real life, if we weren't so damn 
bored of seeing them in games... 

But why? Aren’t they realistic? Yes, yes, yes. 
They're very pretty. And yep, very realistic, we're sure. 
But it seems you can't turn a corner without a game 
engine blinding you with lens flare trickery, these days. 
Perhaps we're exaggerating. Maybe it's a piece of eye 
candy programmers find too sweet to ignore. We 
should appreciate such enthusiastic effort. But, quite 
frankly, the lens flare is boring. 

machine was first released? Or Argonaut with Starfox? For an N64-specific 
example, look no further than Perfect Dark. GoldenEye, for now, reigns 
supreme as a triumph of artful accomplishment — it's by far the best first-person 
shoot-'em-up on any format. But will its pseudo-sequel be better? If you're 
prepared to bet ‘no’, give us a call. We'd be delighted to take your money... 

Is this a good thing or bad thing? Good thing. God, yes. And Perfect 
Dark? Our knees go weak at the very mention... 

A raised arm wards off all blows 

at eae 
s ae 

A Leon hits out 
with full force. 
Leon 2 takes it 
on the forearm 
without a 
grumble, 

Abdul hides 
paces behind his fists. 
vt Wusser. 

eee 3 

Explain? Okay. Picture the scene. You've got half a ton of man- 
mountain powering up a blow that should be measured in 
megatons, not pounds. He winds back his fist, throws it with all 
his might... and a slight female figure shrugs it off with a casual 
wave of a slight, paper-thin arm. 

Sound familiar? A feature of almost every fighting game ever 
created, the ‘block’ move continues to defy physics, biology and 
just about every science you care to mention. 

Now you come to mention it, that does seem 
strange... Doesn't it, though? Like it or not, it's a feature of 
fighting games that would be hard to replace. However, beat- 
"em-ups are, slowly but surely, adopting the ‘counter’ move. 
Rather than absorbing a ferocious punch or kick with limb aloft, 
fighters execute judo-style ‘grabs’, foiling their opponent with 
grace, poise and, amazingly, a modicum of realism. Thankfully, 
this is ‘realism’ with training wheels — we're sure you share our 
desire to avoid seeing the blood and snot of real-life brawls on 
the N64 just yet, thanksverymuch... (Speak for yourself — Martin) 

Is this a good thing or a bad thing? Neither. Just a fact of 
life. Counter moves are good. We applaud their innovative 
nature. But in the fantasy environments that games provide, why 
shouldn't a schoolgirl swat aside a sumo wrestler's fist with a 
delicately-poised limb? Exactly. But, ahem, don’t try this one in 
any bars, playgrounds or gun clubs you happen to visit... 

A Just programmers showing 
off really, isn’t it. 

Achieved in a subtle 
manner, we're prepared to 
accept their presence. But 
when a coder gets over- 
enthusiastic and decides they 
should in any way shape or 
form obscure the player's view 
of the track ahead in a racing 
game, we lose all interest. 

A good thing or bad 
thing, then? Neither. Just an 
over-used ‘trick’. And yet 
another argument for why 
many games programmers 
should get out more. LOOK 
AT THE SUN! DOES IT DO 
THAT TO YOUR EYES? 
Thought not... 

LA) 

GO! 
GO! 
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YAS ee 
Mario’s tiny, > 

look. But he can 
still swing ol’ 
Bowser here. 

Golf games, 
Tamla AURA 

shape or form, 
‘simulate’ 

Now here is a mystery. Although the N64 lacks a 
‘decent’ golf game, the whole idea is intrinsically flawed. The 
success of any given match is dictated, after all, by a player 
clicking a button two or three times in order to set a power bar 
at the ‘correct’ level(s). What relation does that bear to the 
techniques required to succeed in the real-life sport? None, of 
course. On the PC, developers are experimenting with golf 
games that use a mouse to ‘simulate’ a swing — although, it 

must be said, with little genuine 
success so far. The N64, alas, has 
no such rodent-like peripheral. 
How, then, can Waialae Country 
Club take itself seriously? 

1 tau acastsat Yep. We know. 
There are many people who enjoy 
golf games, and we're not 
arguing that they're entirely 

without merit. It's just that, let's face it, the ‘golf’ aspect of such 
titles is restricted to on-screen representations of courses, ball 
movement, and little more. Of course, the same could be 
argued of any sports game. You could say that /SS ‘98 isn't an 
accurate simulation of football. 
But you'd be talking through your 
behind. Sure, when playing you're 
not wearing boots and huffing 
and puffing around a field but, 
tactically, you're participating in a 
more-than-adequate 
representation. In building 
coherent passing moves with a 
view to creating goal-scoring 
opportunities, you genuinely feel ‘involved’. Waialae's simple 
power metre - like that of all the other golfers — appears 
shockingly shallow by comparison. And rightly so. 

A Golf: a game for men of 
a certain age. 

Well, Waialae's obviously a bad 
thing. And golf games are unsophisticated, as games go. So 
how's about creating one that utilises the N64’s analogue stick? 
Possible, surely? The Glory of St Andrews tried and failed, but 
surely a developer with talent could manage something. 

i Pas 
a es F ae 

QNE4..... 

Size doesn’t matter " 
It's a familiar concept, explored by virtually every entertainment medium 

you care to mention. Basically, it's the old David and Goliath ideal; that is, the little 
individual can overcome the behemoth. Thus, a tiny spaceship can defeat an 
enormous battleship in a shoot-'em-up, Mario can pick Bowser up by the tail and 
throw him around, and small (yet fast) beat-'em-up characters can rival their 
enormous and all-powerful (yet slow) counterparts. Of course, anyone who has ever 
stepped into a playground as a dribbly-nosed infant or teen will tell you, life doesn't 
quite work that way. When you encounter, at age ten, a schoolmate from the same 
year who shaves, you run. You aim to be still accelerating by the time you passes the 
five hundred metre mark, quite frankly... 

Exactly. It's 
great. Life is, at times, hard. TV, books and games offer an opportunity to experience 
events that rarely occur in real life — like the big ‘bad’ guy getting his much-deserved 
comeuppance. But games, specifically, offer that little bit more — you can turn on your 
N64 and administer the kicking yourself. The therapeutic benefits are obvious and, 
what's more, it's fun, too... 

Need you ask? 

. eT ee. Sa! ts at. <a - 

Games become 
more difficult the 

further you get 
Games, as the above heading states, become increasingly difficult with 

each successive level, track or location. Many developers, however, lose sight of the 
real issue. Essentially, games should entertain. Not frustrate. Or infuriate. There's a 
huge creative gulf between ‘an entertaining challenge’ and ‘tediously difficult’. You 
know that. We know that. So why can't lots of developers grasp it? 

Well, Take Mario.64. It's a hellishly tricky game 
in places, but it’s fair. Its goals are, in short, perfectly achievable. But look at the 
contrast between Mario Kart and GT 64. Play the former on its most difficult track 
with every conceivable handicap against you, and it’s tricky, to say the least. But 
with GT 64? Ha! Enjoyable? No. Ridiculously draconian and mindlessly unfair? Why, 
yes. A perfect example of how to offer a challenge is, embarrassingly, another 
mention of GoldenEye. Play it on Agent level, and it's a relatively harsh taskmaster. 
On 007 Agent, it's an unforgiving swine. But that's half the fun. It's a fallacy that 
games should, by default, be near-impossible to play once you're over 50% or so 
through them. If anything, they should offer more at that point, by way of reward. 
And, preachy sermon over, we bid you Amen. 

Obviously good if you get it right. Obviously, hair- 
tearingly, screamingly bad if you don't. How about a bit of playtesting, you 
developer types, eh? 

A Click Clock Wood is 
the hardest thing in 
Banjo-Kazooie. 

The Cradle level in 
GoldenEye’s certainly 
no pushover either. 



RE you looking for a 

magazine that gets you 

up and running on the Net and 

keeps you ahead of the rest? 

@ Need the low-down on the very latest 
Net technology? 

@ Want to keep ahead of the crowd? 

@ Want to make money on the Net? 

@ Want a magazine that’s high on 
practical advice and low on waffle? 

@ Need the addresses and details of 

over 200 ISPs? 

Make money on the Net NOW! 

internet. ors 
No gossip, no scandal, no speculation, no waffle. Just 
straightforward, easy to understand advice 

8 
The site for all your Internet business needs — links, 

WWW. iw ks @ co m productivity software, advice and much more 
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CHAMPIONSHIP EDITION 

review of the N64's best 
driving game to date is —-— 
ours! If you want to be ' 
the first to discover V- 

Rally 98's tracks, the first 
to find its secret cars, and the 
first to know why this is the 
driving game of choice for N 
owners, then issue 22 of Né 
Magazine is a must. 

[> an US > L ; te sy 

A staggering £10, 00OW ea ot 
prizes to be won J 
It's the most amazing N64 competition: . 
it in December's issue, on sale Friday 30tf “Oc 
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pace we choose to do, you can 5 

On <> be sure it'll be the best gy, 
games advice you can buy. wd 

First news on every 
single new N64 game 

oes 
: | 
Teas SAUER iL Wi 

a) Stacks of new tips 
a and cheats 

Re eT 
American games 
reviewed siney ara _ 
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guides for two 
brand new, top- 
notch N64 
games 
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Our best and 
funniest free gift 
yet. It's ground the 
office to a halt - the only 
C4 TTC Cee eae Py 

+ 9.00am sharp. Be there. you could use it in the 
kitchen! 
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MAGAZINE 

h well, another issue comes to an end, 
huffing and puffing towards the finish line 
like a particularly hefty athlete. Truth is, it's 
been a fun one. Full of the joys of spring. 

And it's going to get better before it sinks without 

collective wallets is £50 worth of £50. The ooooold 50. 
The big five-oh. Imagine... you could buy your favourite 
N64 game. Or a cheap and nasty video recorder like 

Q1. How many Rare games are 
featured in this issue of N64? 

Q2. What game got the lowest 
score in N64/21? 

in V-Rally 98? 
Q3. Which is N64's favourite 
weapon in Turok 2? Q8. Which 

company has 
question 3 

of Nintendo's 
4Mb Expansion 
Pak? 

Q4. What two N64 games 
does Howard Lincoln play the 
most? 

Q5. How many different types 
of ball are there in Glover? 

MAGAZINE 

trace into your cabinet full of tat. Because nestling in our 

Q6. What is the name of the sinister 
conglomerate in Perfect Dark? 

Q7. Name two of 
the cars that appear 

already produced 
their own version 

My answers are 
as follows: 

le 

applause) = Daa 
) Shut up,eh? aU —— 

James did this month. Or a painting made from elephant 
dung, like Tim. Or protection to spare yourself trauma at 
the hands of Martin. Anything is possible with £50! 

All you have to do is answer the following ten 
questions correctly and send them in. They're hard but, if 
you've read the issue, you should be able to solve them. 
And, if we pluck your scribbles from Andrea's thick and 
greasy Majorca-style tan, it... could... be... you... 

question 6 

Q9. Which game featured this 
month is coming from machine- 
cocker-upper's 3DO? 

Q10. Name three games that are 
about to retail for a paltry 
£29.99? 

How To Enter 
It's as easy as breaking a collar bone. 
All you have to do is send your 
answers to: 

Good Golly Quiz Folly: First Blood, 
Part Il, N64 Magazine, 30 

2 ONO 

Monmouth Street, Bath BA1 2BW. 

1 

2 

3. 

4 

5 10. 

Good, no? Oh, and you'll probably be wanting this too... 

Name Address 

1. The closing date for entries is November 
15th, 1998. 

2. Employees of Future Publishing may not 
enter. At all. 
3. The Editor will pick the winning entry from 
his pool o' entries. 
4. The prize will be £50 of British sterling. It 

Postcode 
may be stained. 
5. Filthy! N64/21 

PUT Tel eler Teel iale) 
PCC] 

Are you the best 
at Banjo? 

Back issues 
Battletanx preview 
Body Harvest 

Future Look 
Bomberman Hero 

review 
Chameleon Twist 2 
yey 

Club 64 
Contacts 
Directory 
oT) ey eee lg 

preview 
Gex: Enter the Gecko 
aa 

Co] (Tae CAA 
Hotline Tips 
Howard Lincoln Special 

Interrogation 
How to... become an 

RY Re Fin) od ceya) 
I'm the Best 
Thiolduir ld Clame dca leya) 
Jet Force Gemini 

Future Look 
Made in Japan 
Lego Racers preview 
N64 Magazine Quiz 
NASCAR ‘98 preview 
Next Month 
LE 

NFL Blitz preview 
NFL QuarterBack 

Club ‘99 preview 
Nightmare Creatures 

preview 
Perfect Dark 

Future Look 
eed et lol 

preview 
CON ee eI 
ReVolt preview 
Rogue Squadron 

Future Look 
Skill Club 64 
Shadowman preview 
Subscriptions 
Ten strangest things in 

videogames 
Tips Extra 

em ela lem eu 
Turok 2 review 
V-Rally 98 Special 

Investigation 
Welcome to N64 
Wild Metal Country 

preview 
Zelda 64 Special 
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opecial Reserve Discount GiuD | . 
Market leaders : mail order home computing, I a 

established 10 years, great web site and six amazing shops. | 
Visit the UK's top games store at http://special.reserve.co.uk. |] Ii a E 

hE rrr cen ee 

Officially Authorised for Nintendo and for PlayStation. Trial Membership for just 60p. 0% PAY LATER (subject to status). I 

Nintendo 64 , Nintendo 64 Games Super NES Games |] 
1080 SNOWBOARDING (RUM) ... ... ...32.99 DISNEY'S LION KING... ... 2). 02... 29.99 i 

Solus Pack £99 99 | £6 AERO FIGHTERS ASSAULT ..38.99 DONKEY KONG COUNTRY 297%  ...19.99 ] Special Reserve s 
ove eve ¢ eSs ALLSTAR BASEBALL 34.99 DONKEY KONG COUNTRY 3 39.99 Or FAX your ORDER ON 01279 726842 AND WE'LL FAX BACK TO CONFIRM 

Official UK Nintendo 64 complete with BANJO-KAZOOIE 96% .39.99 KIRBY'S DREAMCOURSE 19.99 I OR BUY IN STORE FOR JUST A FEW QUID MORE AT A SPECIAL RESERVE CLuB SHOP 
Nintendo 3D controller and RF lead. BIOFREAKS beets teens 41.99 PGA TOUR GOLF ...... . sev ees +1 6.99 OPEN 9.30am TO 8PM (MON-SAT) 104M TO 5PM (SUN & BANK HoLipays) 

BLAST CORPS 89° 25.99 PILOT WINGS 91° 9.99 I / “Deduct £6 off the price of any one item bought at the same time as BODY HARVEST Renesas 34.99 RETURN OF THE JEDI ps OPEN ALL HOURS @ HTTP://SPECIAL.RESERVE.CO.UK AND HTTP://WORLD.GAMELINKS.COM 
a Nintendo 64 Limited Edition. 0°. PAY LATER - See below BUCK BUMBLE : 39.99 SUPER GHOULS AND GHOSTS 94% 24.99 J (stock CAPITALS please) 

Ni fi di 64 BUST A MOVE 2 i 34.99 SUPER INT'L CRICKET 89% .. ...9.99 | gName, Address and Postcode 
Intendo ® CHOPPER ATTACK sae 42.99 SUPER MARIO KART 94% 27.99 I 

¢ CLAYFIGHTER 63 1/3 87%... .29.99 | SUPER MARIO WORLD 92°% 19.99 
Fire Pack satveenieni less CRUIS'N WORLD... .30.99 SUPER SOCCER 19.99 l 

aan CRUISIN USA . .25.99 SUPER TENNIS 9.99 
With Nintendo 3D controller and RF lead DIDDY KONG RACING 97% (RUM) ...32.99 TETRIS ATTACK 87%... “990 | 1 : 
PLUS extra 3D Controller and 1 MB Memory Card DOOM 92% : 26.99 TWIN PACK - TETRIS &DR MARIO. ...12.99 ig Nos Machine 
“Deduct £8 off the price of any one item bought at the same time as DUKE NUKEM 64 9125 (RUM) 27.99 ULTIMATE MORTAL KOMBAT 119.99 

a Nintendo 64 Fire Pack. 0% PAY LATER - See below SC ae JIM 3D ‘ a = ve ae a sig 2 oe I L F 
4 I fo 1 aL F 

Nintendo F-ZERO X 92.99 ZELDAS-LINKTO THE PAST 95% ...19.99 | » se Uh £ 6. : 3 3 
F1 RACING 98 : 49.99 SPECIAL RESERVE ANNUAL MEMBERSHIP FEE 
FIGHTERS DESTINY 93%. 38.99 Pocket Gameboys We only supply members but you can order as you join (from 60p). es FOOTBALL! 43,99 me 43. There is no obligation to buy anything and you can be any age. 

With Nintenod . controller and - lead FORMULA 1 WORLD GRAND PRIX ...39.99 
PLUS Goldeneye game (Reviewed at 98%) FORSAKEN 93°. 27.99 4 (AS SEEN ON TV) I £6.99 Annual Membership includes 10 issues of the 

Deduct £10 off 7 2 ‘ Kouartatth GEX 64 -.39.99 New 30% smaller and 50° lighter I Club Magazine plus the Special Reserve Book of = fyrzqyewaenouP NUNIBERFANY I 
"Deduct £10 off the price of any one item bought at the same time 4 i. @, Gameboy. Compatible with all i it i ” 

as a Nintendo 64 + Goldeneye. 0% PAY LATER - See below ‘SAVE £2 MORE - SEE OFFER TOP RIGHT’ +3 Gameboy games ee pen an nae oa ene i 

NINTENDO 64 DELUXE CARRY CASE... . 17:99: GOLDENEVE 96% (RUM) auensaee ee ——_ PLEASE ENTER MEMBERSHIP FEE IF APPLICABLE AND PLEASE REMEMBER TO TICK YOUR CHOICE OF GIFT BELOW 1 ACTION REPLAY PRO CARTRIDGE FOR NINTENDO 64 ...37.99 GT64 37.99 GAMEBOY POCKET (BLUE) . 40.99 PAnnuac MEMBERSHIP £6.99 (UK), £9.99 (EC) or £12.99 (WorLD) 
HEXEN 85% 24.99 GAMEBOY POCKET (CLEAR) ... ... ...40.99 3 

STICKER KITS FOR NINITENDO 64 9.99 HOLY MAGIC CENTURY 46.99 oR TRIAL MEMBERSHIP 60P (ONE MAGAZINE, ONE ORDER, No GIFT) 
SCART LEAD - N64 to scart TV 7.99 IGGY'S RECKINBALLS ... ...34.99 OFFICIAL CAMERA (BLUE) 37.99 Deduct 
HI-Fl AUDIO LEAD - N64 to stereo 9.99 INT'L SUPERSTAR SOCCER 64 97% 29.99 See SIAL CAMELA peor pis er SORES 

aoe 99 'NT'LSUPERSTAR SOCCER 98 94% 33.99 ve BT 5 : 
TINO CARO ued ee 1490 KILLER INSTINCT GOLD 68°> ...... ...82.99 OFFICIAL CAMERA (YELLOW)... ...37.99 | item as described 
8 MB MEMORY CARD - 384 slots . 18.49 LAMBORGHINI 64 ... ...42.99 Turns any Gameboy into a digital camera Diem above" 

x 5 LEGEND OF ZELDA 39.99 Adjust and modify your pictures with the built-in 
RRC RUUDLE BAC ROR NiNTENDD RS ate face LYLAT WARS 95% software Ideal os ne with Gameboy Printer item 

re . + RUMBLE PACK (RUM) 45.99 (available separately’ 
JOLT PACK FOR NINTENDO 64 (RUMBLE PACK) 7.99 MADDEN 64 92% i 44.99 OFFICIAL PRINTER FOR GAMEBOY ...46.99 I Please add 50p per game for UK First Class Post (£2.00 overseas) 

sGoetS uals Pocxinn? Me MEMORY Poms 1398 MALO EAT 25 Sorat Satins | L -99 MISCHIEF MAKERS 90% 25.99 | Gameboy Camera. Supplied with batteries ani " ' , 
NINTENDO 64 CONTROLLERS MISSION IMPOSSIBLE 33.99 __@ roll of sticker paper eee 

MORTAL KOMBAT 4 ..42.99 OFFICIAL PRINTER PAPER 

TOP DRIVE WHEEL AND PEDALS MORTAL KOMBAT MYTHOLOGY 46.99 FOR GAMEBOY PRINTER vee es 6,99 l I 
e FOR CONSOLES 46.99 MYSTICAL NINJA 90%. 42.99 Three coloured rolls of paper 
iteering wheel and pedals for PlayStation, NAGANO WINTER OLYMPICS 98 84% 35.99 CREDIT CARD SWITCH 

Saturn or Nintendo 64, Programmable buttons, NBA COURTSIDE 85%... oss os «+ «25.99 Gameboy Games EXPIRYDATE ss CARDISSUER_ ISSUE NO | 
9 button control, D-shaped wheel, stick shift, NBA PRO 98 peau 38.99 Overseas orders must be paid by credit card. 

self centering technology. Also includes NFL BLITZ : 39.99 “SAVE £2 MORE - SEE OFFER TOP RIGHT* Isicnature ee Overseas surcharge £2.00 per item I 
menor card ant Ene pack slot ior ‘i NFL QUARTERBACK CLUB 98 90% ...42.99 BATMAN : 16.99 l Hardware items (mains or battery) are only supplied to the UK mainland I 

intendo 64 users. Look for games marke: NHL BREAKAWAY 98 40.99 BATMAN - RETURN OF THE JOKER ...16.99 
(ANL) or (OPT) OFF ROAD CHALLENGE 39.99 BUST A MOVE 2 17.9 | | Immediate cheque clearance I 

2 0 MAD KATZ WHEEL AND CEINYEROCHER vs sw 626.99 DONKEY KONG LAND 96% pron 98 Cheques payable to at PEDALS FOR NINTENDO 64 ...39.99 WV NCERS 9s ooo DRMARIO ; 2 9.99 | | l 
True analogue progressional QUAKE 92% . “39:99 SEEN GALLERY a 38 I PO Box 847, Harlow, ¢CM21 9PH 

SoG ee RAMPAGE WORLD TOUR... . 37.99 GRAND PRIX 46.99 ; I 
9 SAN FRANCISCO RUSH 90° 37.99 JAMES BOND 007 : ws 1.24.99 - LE. Please tick your choice of gift when you join for a I 

SHADOWS OF THE EMPIRE 90% ... ...32.99 KIRBY'S BLOCKBALL_ 0 9.99 m5 Hy BN year (£6.99) at the same time as buying any one item. OFFICIAL NINTENDO = L ying any 
64 3D CONTROLLERS ...17.99 SNOWBOARD KIDS (RUM) $2.99 LOONEY TUNES 16.99 L == . If joining by telephone please ask for your gift at the time. I 

Available in many different colours: black, blue, SPACE CIRCUS $2.99 MARIO AND YOSHI : serene 9,99 \ 
green, grey, red & yellow SUPER BOMBERMAN 64 . -- »89.99 POCKET BOMBERMAN ...... ... 19.99 Z 

SUPER MARIO 64 100% . ser 1B89.99 STAR WARS ooo ce ccc ce cee cee eee eee oe 14.99) FREE 1 MB MEMORY CARD 
yo: 3 3 ie TETRISPHERE 96%  ... -25.99 STREET FIGHTER 2 vee 2:14.99 FOR NINTENDO 64 1 

JOYTECH CONTROLLER ...... + SUPER MARIO LAND 194% 19.99 
= of 8 fire buttons, analogue and digital directional control, “SAVE £2 MORE - SEE OFFER. TOP > RIGHT TAMAGOTCHI i 19.99 eaFReE Reece I 

turbofire function, slow motion function & LED display TOP GEAR RALLY 90% (RUM) TENNIS 92% deieev exten Q99 nrsuantihe . ae avons 
TUROK - DINOSAUR HUNTER 97°% TETRIS ..... ""Y9'99 through the controller I 

COMPETITION PRO NS64 wee ~ SEEDS OF EVIL TUROK: DINOSAUR HUNTER ......... 19.99 on FREE MOUSE FOR PC 
: sides Qu CONTROLLER ...17.99 6 VinTUAWercSS V - RALLY : j vs 1223,99 I ju l 

5 fire buttons and view control, oO is WARIOBLAST 93% . es + 1014.99 OR FREE COMPETITION 
autofire and turbofire, slow motion WAIALAE COUNTRY GOLF WARIOLAND 94% ooo se sees 19.99 | ff PRO JOYPAD FOR PC I 
Available in many different colours WARGODS WARIOLAND 2 ; ‘sith wee 19.99 4 fire buttons & turbofire y 6 

WAVE RACE 08.0270 WAVE RACE nes coves 9.99 | | OR FREE YEAR 2000 TEST I WAYNE GRETSKY WOANS pass sion snsionen wert (@0 Ml | CBEORES 2 
Ry, NUGEN MANTA RAY CONTROLLER 15.99 cw VS NWO. REVENGE. FELD ESE oigetst ee OR FREE 1 MB MEMORY CARD I 
ee Available in many different colours. 5 fire WCW VS NWO: WORLD TOUR . FOR NINTENDO 64 Ae 

buttons and view control, auto-fire and turbo fire, With FREE RUMBLE PACK 92° 30.99 PlayStation Top Gunes vn AnD vi »y l 
slow motion, 8-way superswitch, analogue a ey [Vee FREE RUMBLE PACK FOR N64 joyetick wilh nemory card alot WETRIX 93% 2. oe cee 33.99 COLIN MCRAE RALLY . is 34.99 Sends vibrations through the joypad a— a! 

WIPEOUT 64 .. 39.99 GRAN TURISMO + DUAL SHOCK PAD 49.99 ORIFREE PREMIERE FOOTBALL’ 
WORLD CUP 98 ‘ 34.99 wee 4 WE STOCK OVER 15 CONTROLLERS FORN64- = wr wanvone S000) CROHICRIMAN ABE ENe eIBUSE ered 7 Full size, PVC coated football. Includes J 

PLEASE CALL 01279 600204 FOR DETAILS YOSHI'S STORY 86% (RUM) 32.99 WWF WARZONE » 31.99 adaptor, ‘Design may valy ] 

SUPER NES + 5 GAMES 

49.99 GAMEBOY CAMERA .37.99 Re 
TMM kg | series 

Se ¢ 'Y Dates 
**if you buy both the You've never 

Gameboy Camera and Oct9 — Thrill Kill PSX Seen. range like 
Oct 28 Brian Lara Cricket ... PSX 

the Gameboy WN Nov13 TombRaders px | (CA A SE SE 
ed dial clare) t=) MAXX P2 450 £1699.99 inc vat 

OR FREE 1 MB MEMORY CARD 
an! FOR PLAYSTATION 
! OR FREE 24 CAPACITY CD 

WALLET. Stores CD's in individual 
compartments 

OR FREE NUGEN JOYPAD 
FOR PLAYSTATION 
With turbofire function. 

OR FREE PERSONAL STEREO CASSETTE 
PLAYER + HEADPHONES 
OR EIGHT GAMES FREE ON PC CD ROM. 

I Desert Strike, Team Suzuki, Actua Soccer semi-final 
edition, Premier Manager 2, Jungle Strike, Toyota Celica 

GT Rally, Zool 2 & Normality Inc demo. All games 8 FREE. 
Seven games free for PC CD ROM also available. 

Offers subject to stock availability. Overseas members add £2 postage 

Tama) 209/213 St Mary's Lane, UPMINSTER, ESSEX. A Sept 25 Mission Impossible N64 Intel Pentium Il 450 15” Adi Monitor ye : aot onl = Pe 3 fz 
aS Oct 2 1080 cnowecarine N64 128 MB 100 MHz SDRAM =12.0 GB Hard Drive SPECIAL RESERVE BIG ‘ ‘Somerfield Supermarket: O1708 ooeeaa re ‘ghti 8 MB AGP 3D Graphics AWE 64 Wave Hill: Tr “Thy st 
7 NY =e at) Oct 16 Fighting Force 64 ... N64 300 Watt Subwocter Winde/Worka/Encarta Ciue Discount SHorps eee CHELMSFORD, ESSEX. 
OFF RRP i Release dates may be subjectto slippage OTN EN ERED noe ee SEES OAUG Ao 

164 Derby Road, STAPLEFORD, NOTTINGHAM. 
2 miles from junction 25 of the M1, near Kwik 

Fit and Pizza Hut. 0115 949 1000 
Pay 9 MONTHS LATER 

= r with 10% deposit and no interest, subject to status. 
PLAYSTATION FIRE PACK 

* | wi You can buy anything from our catalogue or shops 351 Gloucester Road (A38), BRISTOL. 
| | this way, providing your total purchase is over £200. 1 'f miles from the City Centre and just up 

¢ less wl 0% APR if the balance is paid in full from Kwik Save, 0117 924 5000 
PtayStation, DUAL SHOCK CONTROLLER & Se | after 9 months or 29.8% APR 168 High Street, EGHAM, SURREY 

sDeduct £8 off the price of any one item bought RF Leap PLUS extra Dual Shock A SIscanis SOOESEEAY: pola and Saines, Just 1 mile of 
at the same time as a PlayStation Fire Pack CONTROLLER & 1 MB Memory Carp 

The Maltings, Station Road, 
SAWBRIDGEWORTH, HERTS. 

Not far from the M11, over the road from 
the train station. 01279 600399 Wu SE ae HS eee eee (eee 4 

Inevitably some products listed may not yet be available and prices may change - please phone. SAVE = Saving off full recommended price. Sent to press 16/09/98 Errors & Ommistons Excluded, | Inter-Mediates Ltd, T/A Special Reserve, The Maltings, Sawbridgeworth, Herts CM21 9PG. 
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“FOR NINTENDO 64 FANS El 

WE’ ARE A’ SMALL GROUP OF PEOPLE DEDICATED /TO/PRESERVING /A’ PART 
OF/CLASSIC GAMING ‘THAT SEEMS TO BE/OVERLOOKED MOST /OF/ THE TIME. 
NAMELY) CLASSIC VIDEO GAME MAGAZINES. 
OUR GOAL IS TO PRESERVE THESE MAGAZINES BY RESTORING 
AND DIGITIZING, THEM BEFORE THEY /ARE LOST FOREVER. 
BESIDES LETTING PEOPLE ENJOY SELECT ARTICLES DIRECTLY ON THE’ SITE, 
WE ALSO CREATE CBZ FILES AS THE ONE YOU ARE LOOKING AT RIGHT NOW, 
WHICH FEATURE THE COMPLETE MAGAZINES FROM START /TO FINISH. 
THIS GIVE US THE BENEFIT OF CREATING MUCH HIGHER RESOLUTION VERSIONS 
THAN WHAT IS FEASIBLE ON A WEBSITE. 
THIS WAY, ANYONE WHO IS BUT A MOUSE-CLICK AWAY WILL BE ABLE 
TO ENJOY THESE CLASSIC MAGAZINES ONCE MORE. 

WE DO HOWEVER ONLY SEEK OUT MAGAZINES WHICH ARE PUBLISHED PRIOR 
TO THE YEAR 2000, UNLESS PERMISSION HAS BEEN GRANTED BY THE PUBLISHER 
IN QUESTION TO DO OTHERWISE. 
THE ONLY EXCEPTIONS TO THIS RULE ARE DREAMCAST EXCLUSIVE MAGAZINES, 
DUE TO THE NATURE AND CIRCUMSTANCES SURROUNDING THE SYSTEM, 
AS WELL AS NINTENDO 64 EXCLUSIVE MAGAZINES. 
REPRINTS AND RE-ISSUED CLASSIC MAGAZINES IN ANY SHAPE OR FORM 
(DIGITAL. VERSIONS INCLUDED) WILL BE TREATED LIKE NEWER MAGAZINES, 
WHICH MEANS WE WON'T BE SCANNING OR DISTRIBUTING THEM. 

THE REASON FOR RESTRICTING OURSELVES TO MAGAZINES PUBLISHED 
BEFORE A,/CERTAIN DATE, IS TO/GIVE PUBLISHERS ENOUGH BREATHING ROOM 
TO/SELL REPRINTS OR DIGITAL VERSIONS /OF/ THEIR /OLD MAGAZINES 
IF/ THEY, WISH TO DO,/SO. 
THESE’ ARE HARD ENOUGH TIMES /AS/IT/IS/FOR’PRINT/ AND / THE /LAST//THING 
WE’ WOULD WANT, ISTO /DO'IS HAVE’ ANY/KIND/ OF, NEGATIVE EFFECT/ON THEM. 
WE’ SEEK OUT TO WORK’ WITH PUBLISHERS’ AND/ ARE’ ALWAYS LOOKING /TO 
SEEK /APPROVAL TO DIGITIZE,/ RESTORE /AND RE-DISTRIBUTE /THEIR WORKS 
IN/ WHATEVER WAY, THEY, SEE FIT. (PUBLICLY /OR / WITH SILENT /APPROVAL) 

WE HAVE /NO INTENT /NOR DESIRE / TO’ PROFIT; FROM) THESE’ DIGITAL’ MAGAZINES 
IN’ ANY WAY, SHAPE,/OR FORM.’ NOR/DO/WE’ HAVE ANY/DESIRE /TO/FINANCIALLY 
HARM ‘ANY PUBLISHER, EDITOR, /WRITER/OR PERSON INVOLVED IN CREATING 
THESE,,/OR’ ANY /OTHER’ MAGAZINES FOR/THAT/ MATTER. 
WE/ARE’NOT HERE /TO/DO HARM,’ BUT//TO; HELP /PROTECT/ THEIR /LEGACY. 
THAT /IS/WHY / THE /PRE-2000 DATE/IS/IN/ PLACE: 
TO/PROTECT,/THEIR/ BUSINESS /AND ' LIVELY-HOOD,/AND /TO/MAKE’ SURE /THAT/ WE 
WILL: /BE/ABLE’TO KEEP/ ENJOYING NEW /MAGAZINES ’ FOR MANY/ YEARS /TO/COME, 
WHILE /AT//THE’ SAME /TIME/ ENJOY THEIR’ BACK /CATALOGUE. 

WE’) WOULD LIKE /TO THANK’ EVERYONE /WHO/MAKES THIS’ PROJECT POSSIBLE. 
FROM /THE’ ORIGINAL’, WRITERS,’ EDITORS’ AND/PUBLISHERS,’!TO/ THE /CURRENT, 

COPYRIGHT /OWNERS AND ‘EVERYONE /INVOLVED | IN /ACQUIRING,’ DIGITIZING, 
RESTORING, /PRESERVING /AND DISTRIBUTING / THESE’ MAGAZINES. 

ONE /L-AST/ THING: 
IF/YOU/COME/ACROSS’/ANYONE /TRYING /TO/SELL’/ ANY, OF / THESE’ DIGITAL 
MAGAZINES,’ OR/PROFIT/FROM /THEM IN /ANY/WAY,/SHAPE/OR FORM, 
PLEASE DO/NOT, SUPPORT//THEM! 

THANKYOU! 

Max-Rez 
Version 
(2560 pixels) 

YOU ARE / VIEWING |THE /)"MAX—-REZ” / VERSION OFTHIS ISSUE’ RIGHT/NOW. 
THIS/ VERSION IS CREATED FOR OPTIMAL’ VIEWING/ON LARGE DISPLAYS. 

IF YOU ARE LOOKING FOR A SMALLER RESOLUTION VERSION 
OF THIS ISSUE, FOR USE ON A TABLET OR / PHONE, 

BE SURE TO CHECK THE MAGAZINE CATALOGUE ON OUR SITE. 


